This magazine Is sold with a booster package 
of cards. lf your magazine does not have a 
visible card package notify your retailer 


CARDS STOP GAMES#MTOPNSTRATEGY 


at £ 


ww 


_ AJ Z \ — ) | 
TRADING CARD GAME b — “a 
. 2 = 5 2, ‘ = $2 : ’ 
—. <r 3 
4 om ua —_ ~*~. ig f = . 
PULL-OUT SECTION | 


‘S 


The Gathering 
Point/Counterpoint | 
feam Draft 


Sneak Previews}, 


VOOMLOWN: HEVEIALONS: 
NETriunner Giassic 


d 
DT 


ea” 


MR. ISHIHARA 


VOLUME 1 ISSUE 1 + WOC 07543 ; 


LET THE EVOLUTION 


im Ubisott | Esp st/ne Sega Dreamcast 


BEGIN. 


_) EVOLUTION IS 
SHINING EXAMPLE OF 
__DREAMCAST’S POWER.’ 


-XEGADREAMCASNT. NET 


To MAG LAUNCHER IN HIS BATTLE 
AGAINST THE &TH EMPIRE & DISCOVER 
THE MYSTERIES OF ANCIENT PANNAMN AND 
“CY FRAME” TECHNOLOGY. REVOLUTIONARY 
3D GRAPHICS AND LIGHTENING QUICK 
ANIMATIONS AND COMBAT DEMONSTRATE 
THE POWER OF THE SEGA DREAMCAST™. 
EVOLUTION, THE FIRST RPG FOR THE SEGA 
DREAMCAST™, TAKES THE GENRE INTO. THE 


NEXT, NEXT GENERATION, 
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An inside look at the newest set of cards for the 
hottest game in the land. Michael G. Ryan 


Our own game designers rank the top Fossil 
cards. Shawn Carnes 


Unearthed info on a “Bodyguard” and a way to 


“Lock Down” your opponents with Fossil theme 
decks. Shawn Carnes and Glenn Elliott 


Do you know what cards are in the Fossil set? 
Look here to see them all. 


70 
Check off your Base Set, Jungle, and Fossil 
Pokémon cards as you catch ’em. 


DING CARD GAME 


27 POKEMON’S TOP TRAINER 


Tsunekaz Ishihara, the original Pokémon producer, gives us the inside 
scoop on the Poké-phenomenon. Will McDermott 


30 CHECK OUT THE POKEMON TCG LEAGUE 


How to make friends and win badges, local league-style. 


34 POKEMON CENTER 


Two Pokémon masters show you how to tune up your deck. Tom Wylie and 
Kevin Endo 


40 CONCEPT DECKS 


Fun new decks you can try yourself! Teeuwynn 


42 FOSSIL COMBOS 


Some Fossil cards are designed to work especially well together. Here are 


some to get you started. Shawn Carnes 


46 POKE PUZZLES 


Sharpen your pencil, because to catch ’em all, you've got to know them 
all. Mike Mikaelian, Daneen McDermott, and Teeuwynn 


73 POKEMON CARD GUIDE 


All the Pokémon TCG Base Set and Jungle set card text that’s fit to print. 
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82 Point /Counterpoint 


Two Pro Tour luminaries clash. over Rochester Draft strategies. David Price and Randy Buehler 


86 Wake-Up Call 


Therevare seven ways to topdeck: Do you know them all? jamie Wakefield 


88 This Deck’s a Pile! 


We used to have deck doctors. Now wé havevtwo deck undertakers. 
And,they undertake telling you how bad your déck really is. 


Chris Pikula and Jon Finkel 
90/Pro Tour Profile 


How did. Kai Budde get to’be the World Champion? 


Teutonic. discipline! Will McDermott and Dave Noonan 


92. Magic: The Puzzling 
If regular Magic isn’t enough ofa 
brain-teaser for you, try these 


convoluted puzzles. Mark Rosewater 
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Our “preacher” opens the book of 
Doomtown: Revelations —and it is 
goooood. 

Scott “Preacher” McGough 


20 

All-new decks for five classic 
Wizards games: V:TES, Battletech, 
Xena, Dune, and Rage. 


23 
Download all available data on the 


reboot of this classic game. 
Jennifer Clarke Wilkes 


TopDeck (ISSN# 1082-8621) is published monthly 
for $29.90 per year by Wizards of the Coast, Inc., 
1801 Lind Ave. SW, Renton, WA 98055, United 
States of America. Periodicals Postage Paid at 
Renton, WA, and at additional mailing offices. 
POSTMASTER: SEND ADDRESS CHANGES TO 
TopDeck, P.O. BOX 469086, ESCONDIDO, CA 
92046. ©1999 Wizards of the Coast, Inc. All rights 
reserved. No part of this magazine may be repro- 
duced (except for review purposes) without the 
prior written permission of the publisher. Material 
published herein does not necessarily reflect the 
opinions of Wizards of the Coast, Inc., its employ- 
ees, or its editorial staff, who are not liable for opin- 
jons expressed herein. Most product names are 
trademarks owned by the companies that publish 
those products. Use of the name of any product 
without mention of trademark status should not be 
construed as a challenge to such status. Wizaros oF 
Tue Coast; Magic: The Gathering; Limited Edition; 
Unlimited Edition; Revised Edition; Fourth Edition; 
Fifth Edition; Arabian Nights; Antiquities; The Dark; 
Legends; Fallen Empires; ice Age; Chronicles; 
Homelands; Alliances; Mirage; Visions; 
Weatherlight; Tempest; Stronghold; Exodus; The 
Rath Cycle; Urza’s Saga; Urza's Legacy; Urza's 
Destiny; Classic; Mercadian Masques; Nemesis; 
Unglued; Portal Second Age; Portal Three 
Kingdoms; Vanguard; Battle Royale; ARC System; 
Ce23; Dark Sovereigns; Ancient Hearts; Darkness 
Unveiled; The Sabbat; Proteus; Counterstrike; 
Mercenaries; Arsenal; Crusade; Legend of the Five 
Rings; /mperial Edition; Shadowlands; Forbidden 
Knowledge; Anvil of Despair; Crimson & Jade; Time 
of the Void; Scorpion Clan Coup; Hidden Emperor; 
Dark Journey Home; Pearl Edition; Siege of 
Sleeping Mountain; Honor Bound; Ambition’ s 
Debt; Fire & Shadow; Legend of the Burning 
Sands; Shadow of the Tyrant; Secrets and Lies; 
Black Hand, Black Heart; The Awakening; Eye of the 
Storm; Judge of the Change; Thunder at Twilight; 
Snake Eyes; Equinox; RoboRally; Armed and 
Dangerous; Grand Prix; Radioactive; The Great 
Dalmuti; Corporate Shuffle; AlphaBlitz; 
Earthquake; Filthy Rich; Go Wild!; Guillotine; 
Instinct; Pivot; Twitch; Dungeons & Dragons; D&D; 
Forgotten Realms; Dragonlance; Planescape; 
Ravenloft; Birthright; Spellfire; Greyhawk; Dark 
Sun; Spetljammer; Al-Qadim; Dragon Dice; 
Alternity; Star*Drive; DarkeMatter; Duelist; 
TopDeck; The Sideboard; Dragon; Dungeon; 
Polyhedron; Anoon Unumirep; Arena Outpost Leacut; 
DCI; Domina; Gen Con; Macic: THe GATHERING Pro 
Tour; Oracte; Quicxoraw Leacue and RPGA are trade- 
marks of Wizards of the Coast, Inc. Jyhad and 
Vampire: The Eternal Struggle are trademarks of 
Wizards of the Coast, Inc., and White Wolf Game 
Studio. Netrunner is produced by Wizards of the 
Coast under license from R. Talsorian Games. 
Netrunner is a trademark of R. Talsorian Games. 
BattleTech, MechWarrior, and "Mech are registered 
trademarks of FASA Corporation. The BattleTech 
universe is protected by copyrights owned by FASA 
Corporation and used under license. Rage is a reg- 
istered trademark of White Wolf Publishing and is 
used under license. Dune is a registered trademark 
of the Herbert Limited Partnership; it and related 
marks are protected by trademarks and copyrights 
owned by the Herbert Limited Partnership and are 
used under license. The Dune Trading Card Game is 
produced by Last Unicorn Games, and is published 
under license by Wizards of the Coast, Inc. 
Deadiands, Doomtown, Pine Box, Shootout at High 
Noon, Mouth of Hell, Reaping of Souls, Revelations, 
and all other images, marks, and names original to 
Doomtown are ™ and ©1996-1999 by Pinnacle 
Entertainment Group, Inc., and used under license. 
Game design by Alderac Entertainment Group. 


*©1995, 1996, and 1998 Nintendo, Creatures, 
GAMEFREAK. Pokémon, Jungle, Fossil, Game Boy, 
Gotta catch "em all, and the official Nintendo Seal 
are trademarks of Nintendo, 


Hercules: The Legendary journeys and Xena: 
Warrior Princess are trademarks and copyrights of 
Studios USA Television Distribution LLC. Licensed 
by Universal Studios Licensing, Inc. All rights 
reserved. 


Marvel Super Heroes and all character names, and 
the distinctive likenesses thereof are trademarks of 
Marvel Characters, Inc. and are used with permis- 
sion. ©1998 Marvel Characters, inc. All rights 
reserved. 


Star Trek and related marks ™, ®, & © 1999 
Paramount Pictures. All rights reserved. 


Star Wars is a registered trademark of Lucasfilm 
Ltd. ©1999 Lucasfilm Ltd. All rights reserved. 


DECEMBER 1999 3 


“TT LOOKS LI 


~ 


KE TURN-BASED STRATEGY GAMING IS ABOUT TO GET A SHOT IN THE ARM...1T WILL HELP SOLIDIFY 

AND STRENGFHEN THE GENRE.” - IGNPC.COM 
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Choice of automatic (fast combat) or turn- 
based tactical combat. ( over 
100 spells spread over 7 spheres of magic. 


AS ANDY M NAMES AF ‘ ‘ SPECTIVE OWNERS oalt VELOW?ERS. ALL RIGHTS RVED PUBLISHED BY CO-CREATED BY CO-CREATELD BY 
r _ 


Barren: z all tol 


WWW GODGAMES COM ry -yetie 
z STUDIOS 


- The wise ones have seen anomen of doom in the form of a star in the night sky. The age of peace has officially been bludgeoned to death: The elfin 
— court lies in ruin, and two factions have emerged. Battle flags have been raised, and silence has enveloped the land. This is the calm before the storm. 
You cannot choose to avoid the apocalyptic battle that looms on the horizon. Hatred and the need for revenge have a very long shelf life. 
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WILL MCDERMOTT 


eeks have inherited the earth. 
That’s right, as we look forward 
to the next millennium, geeks 
have finally come into their 
own in the world and are on 
the verge of taking over (in some cases, 
they already have). 
Just look at the evidence. Bill Gates, the 
wealthiest man in the world, is a computer 
geek. Todd McFarlane, a big-name comi 


pi 
mesru 


nte (bette 
world”), t a page t 
the connection between Michael Jordan (the 
biggest jock in the world) and Bill Gates (the 
biggest geek in the world). Apparently, Mr. 
Jordan would have to maintain his current 
income (including his Bulls’ salary and all of 
his endorsement deals) for 270 years to 
equal Bill Gates’s current net worth. 
What does this mean for all of us closet 
geeks who used to play D&D or Magic in 
back rooms, hidden away from society for 
fear that we would be shunned and cast out? 
We can now wear our geekdom like a badge 
of honor as we venture into the real world (or 
onto the Internet, if you prefer). We can scoff 
at the nouveau geeks who are rushing to join 
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The TopDog Speaks. Speak, TopDog, Speak! 


“RS 


the geekwagon. And we can enjoy the pleas- 
ure of having Hollywood and the rest of the 
U. S. commercial machine pander to our 
needs and wants, for once. 

Right now, Hollywood is filming the live- 
action Lord of the Rings movie, and the first 
D&D movie is in production. NBC’s fall lineup 
includes a show called Freaks and Geeks, 
which promises to show what high school 


was like for the rest of us. There’s also been a 


virtual onslaught of geek-oriented toys and 
llectibles over the last few years in main- 
stream stores such as Electronics Boutique 


soul. 
ere in the hallowed halls we like to call 


Geek Central,” our job is to take the pulse of 


the geek nation. In the pages of TopDeck 
magazine every month, you will find tips, 
tricks, strategy, and information for all you 
game geeks hooked on Wizards of the Coast 
trading card games. Our sister publications— 
Dragon Magazine, Dungeon Adventures, and 
Amazing Stories—can fill the needs of the 
adventure-game geeks and SF geeks out 
there. 

Just remember, we are professional geeks. 
Do not try these tricks at home. 


WILL MCDERMOTT, EDITOR IN CHIEF 


and Toys “R” Us. You can now find everything 
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You'll need every facet of 
your personality to survive 
a Battle Royale™ game. 
Diplomat. Comedian. Traitor. 
The Battle Royale box set 
brings all of the maneuvermg 
and outright conniving of {© 987 
multiplayer play straight aa 
to your gaming tablefe 

Four perfectly-balanced’ ’ 
decks specifically designed 
for multiplayer games. 
Countless ways to win. Or lose. 
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It’s that time of year again—all over 
America, folks are coming together to 
celebrate the simple joys of family, 
friendship, and eating like starved jack- 
als that just found a dead elephant. We 
here at “Box 707” have a lot to be thank- 


ful for, too. For one, we all still have jobs, 


Yeah, thanks. Great. 
The name’s Terence, 
by the way. But then 
you don’t care, do 
you? You just want 
to cut me open and 
replace my innards 
with tasty bread 
products. Let’s get to 
the first letter while 
/ still draw breath 

in this world, you 


inhuman monster. 
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Oh Behave, Canada 
Dear Will, 
| am writing to correct an error 
that the Duelist made concern- 
ing Canada in its “Letters” sec- 
tion in a recent issue [“Box 
707,” Duelist #40]. In one of 
the magazine’s editorial com- 
ments, the writer stated that 
Canada had the sixth highest 
standard of living in the world. 
I’m not certain of the source of 
your Statistic, but every proud 
Canadian knows that on the 
United Nations index (the gen- 
erally accepted measure for 
standard of living) Canada has 
placed first for the last five 
years. And...hey, looks like we 
did it again. | hope that this 
error will be corrected in the 
next issue. 

Cheers, 

Eric Tam 

Toronto, Ontario 


Correction noted, Eric—right 
you are! Really, though, what 
do you expect from these mon- 
keys? I'd be surprised if they’ve 
ever even seen Canada, since 
they’re so busy kidnapping 
perfectly innocent poultry to 
languish in their death camps. 
Don’t worry—when we turkeys 
run the world, we'll learn ’em a 
thing or two about stuffing. 
Solidarity to my fellow fowl 

up North! 


at least those of us who’ve survived the 
various robot attacks, basement-level 
volcanic eruptions, and zombie incidents 
of this last year. We have a new home at 
TopDeck magazine, and of course we 
still look like a million bucks. 


We’re feelin’ so good this 
Thanksgiving season, in fact, that we’re 
going to let our holiday turkey answer 
the letters this month (most of which 
were originally sent to our old place at 
Duelist) while we enjoy a few piping hot 


mugs of gravy. Take it away, Tom! 
Daniel Philli from the T 
Danie ipps— ‘op 
Show This to Your Dear Duelist, 
Teacher You know the upcoming card 


Dear Sir or Madam: 
My 8th Grade English class is 
learning about the business 
letter. | will also get a 100 daily 
grade if you write back. If you 
also send merchandise of 
some sort for my class, like a 
card game like Pokémon, we 
would be pleased. Thanks you 
for your time and | hope to 
hear from you soon. 

Sincerely, 

Daniel Phillipps 

Carthage, Tennessee 


Does this count as 
a reply? If so, be 
sure to bring this 


school and distrib- 
ute it as widely as 
possible! 

Hey! Monkey! Who's answering 
the letters here? Why don’t 
you go back to your gravy con- 
sumption? Ill take it from 
here, murderer. 

Daniel, these people are 
getting ready to eat me. 
Unfortunately, | think that 
means there’s no way they're 
going to give me some 
Pokémon to send you. But 
hopefully printing this letter 
will help your grade and per- 
haps, someday, you'll remem- 
ber that a turkey named 
Terence showed you a little 
kindness, And maybe you'll 
decide to have ham for dinner. 


issue of TopDeck to 


expansion Mercadian 
Masques? Are there going to 
be premium foil cards in it, and 
could you give me hints on 
other future Magic expan- 
sions? 

Since Magic’s not going to 
be in Duelist magazine any- 
more, is Magic going to have 
its own magazine, or [is the 
game] just going to rely on 
Scrye or InQuest? 

Sincerely, 

Carlo Cayetano 

Kapolei, Hawaii 


The answer to your first ques- 
tion is yes, foil cards will be 
scattered throughout the 
Masques set. In fact, for the 
first time, you'll find foil lands, 
which will appear in both 
boosters and 75-card tourna- 
ment decks. Other foils will be 
available in boosters only. | 
have no doubt that all of the 
extra foil will be used by 
carnivorous primates to wrap 
whatever uneaten flesh 
remains from this nation’s 
turkeys. Homicidal maniacs. 

As for your second question, 
you're holding the answer, 
TopDeck magazine, in your 
hands right now—unless 
you're currently reading one of 
those black-market photo- 
copies of “Box 707” that | hear 
have been making the rounds 
in certain circles. 
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DRAGON Magazine delivers new ideas 
For your game month after month after month after mont 


eNew cartoons & humor OTs Magic — 
*New spells & monsters . 
*TSR news & previews 
eNew kits and classes 
New fiction and art 
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| would just like to inform you 
that Magic is still the leading TCG 
and will always be the leading 
TCG. The only reason Pokémon 
comes close is because it is set 
for a different age group. If this is 
true, WHY IS THE NEW DUELIST 
ALL ABOUT POKEMON? | only 
know two people that play OR 
collect Pokémon, but | know 
about a hundred that play AND 
collect Magic cards. All the peo- 
ple | know that receive Duelist 
are very [ticked] and | am sure 
Magic players across the nation 
[are ticked]. If this continues do 
you know how much business 
you will lose? Please send me a 
good excuse for this stupidity. 
crovax_m@yahoo.com 


Yes and no. According to these 
treacherous humans, Pokémon is 
currently the bestselling TCG out 
there, but Magic is the bestselling 
TCG ofall time. As for the “new” 
(and, if you mean #41, last) issue 
of Duelist, well, a whole lot of 
people, including a few thousand 


you may not have met personally, 
do play or collect Pokémon. Many 
play Magic too. With that in mind, 
as | understand it, the issue was 
designed to appeal to both 
groups—but since the issue came 
out at the time of a Pokémon 
release, that game got the lion’s 
share of attention. If you picked 
up the Mercadian Masques 
Player’s Guide, a middle child of 
sorts between Duelist and 
TopDeck, |\\ bet you found nary a 
pocket monster. 

Stupid? | suppose that all 
depends on your point of view. 
Me, | think it’s kind of stupid to 
leave your disgruntled 
Thanksgiving turkey alone ina 
room with a laptop and an open 
window. Isn’t it funny, the way 
funds can be so easily transferred 
from, say, the savings account of 
a careless letters editor to a 
numbered Swiss bank account? 


mmerse yourself in the mythical world of 


Glorantha, home of heroes, gods and high 


adventure. Take charge of a small clan 


and colonize the haunted land of Dragon Pass. 


Discover hundreds of intriguing plots where you'll 


search for treasures. Barter for magic. Reenact 


mythical deeds. Nurture warriors. Clash with 


enemies. And make life or death decisions about 


the fate of your people. 


Hey there! 

tl bet you wish you were 
Vuthy Heng, a student of 
undetermined age from Long 
Beach, California. See, Vuthy 
doesn’t even know it 
(because we hadn't invented 
the contest yet) but he’s the 
first winner in our monthly 
“TopDrawer” reader art con- 
test. Vuthy’s won a box of 
Pokémon: Fossil boosters 


for his remarkably well- 
calligraphed fold-out draw- 
ing. Enjoy your cards, Vuthy! 


TOPDRAWER 


And you—yes, you, the one 
clutching the colored pencil 
in your white-knuckled 
hand —what have you got to 
lose, other than your artistic 
self-esteem? Want to deco- 
rate your envelope with 
Bulbasaurs? Cool! Drew a 
picture of Urza on a napkin? 

Send that sucker in to: 


TopDeck Magazine 
P.O. Box 707 
Renton, WA 


98057-0707 


We'll judge anything, so if you decorate an envelope and happen to send 
in a letter, too, that’s okay. Just be sure to include your full name, age, and 
mailing address if you want to be considered for the competition! (Prizes 
will vary from month to month depending on what's available. Winners 
will be chosen whenever we get around to writing the letters page.) 


Ain’t it funny the way most of these letters are addressed to Duelist and not 


TopDeck? You can help us correct that. 


Send your letters, combos, homegrown art, or amateur photography to 
TopDeck Magazine: “Box 707” — P.O. Box 707, Renton, WA 98057-0707 


or write to 


Strike deals with a world of 
intriguing characters. 


You determine how this 


grand saga unfolds, and reveal 


KING”: 
DRAGON PAss 


whether you have what it takes to 
lead your clan to victory. 


Your throne awaits you. 


www.a-sharp.com/kr 
To order King of Dragon Pass, 
visit our web site today. 


Choose your own advisors to help 
you reach your goals. 


Delve into the bistory of 
Dragon Pass, and avoid 


repeating past mistakes. es - = 


Windows/Mac 
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75. OSterg Prix—San Diego 


Ye IVs ’ Novemlren 20-21, 1999 
aatel The Gathavins® Pro Tour’—Los Angeles Qualifier 


Holiday Inn on the Bay 
San Diego, California 


$30 early bird (up to Aug. 31, 1999) 
$32 in advance (Sept. 1-Nov. 17) 
$35 on site 
1700 Division 
Five competitors who don’t place in the Top 16 
will share $1,500. (Only DCI™ members 
whose highest lifetime Limited ratings are 
= Earn a Bye! 1700 o “3 as of Oct. 1, 1999 are 
Get a first-, second-, or third-round bye with eligible for this bonus payout. ) 
DCI Limited ratings above 1800, 1900, 
or 2000; or 6, 12, or 24 Pro Tour 
Dc! 4 player points, respectively. Format: 
Mercadian Masques™ Limited (Sealed 


ARES Deck with Booster Draft Day 2 & Final 8) 
Tp Pang 


AROS OF "Magic: The Gathering, Magic DC! Macc: Te For advance registration, call (888) 464-8881 before 5:00 p.m. on 


} pane To Mer an Masques and the “M™ logo are 
vaderrarks of Wizards of fhe Coast. ne ©1990 Wizards of Cos. Wednesday, November 17 or email prereg@monk.org 
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TEN LEGENDARY HEROES @® CUSTOMIZABLE FORMATIONS @® PERFECT YOUR WAR PARTY 
| AND TAKE IT WITH YOU ONLINE IN THE ULTIMATE MYTHOLOGICAL REAL TIME STRATEGY EXPERIENCE. 


IN THE FELL CLUTCH 
OF CIRCUMSTANCE 


|] HAVE NOT WINCED 
NOR CRIED ALOUD, 


CH a 


UNDER THE 
BLUDGEONINGS 
OF CHANCE 


MAY HEAD IS BLOODY, 
BUT UNBOWED. 
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Olympus ©1999 Interplay Productions, Invictus, 14 Degrees East, the 14 Degrees East logo, Interplay, the Interplay logo, and "By Gamers. For Gamers." are trademarks of Interplay Productions. Quicksilver and the 
Ksilver logo are trademarks of Quicksilver Software Inc. Windows 95/98 are trademarks of Microsoft Corp. All other trademarks and copyrights are the property of their respective owners. All rights reserved 
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News from the Wide World of Games 


Mark Rosewater’s Insider Trading: 


(now renamed the 


Magic: The Gathering Invitational), Mike Long had the honor of creating 


his own card. Here’s what we got: 


ut before the card could 

see print in the Nemesis 

expansion, it needed to 
go through the full develop- 
ment process. 


The Name 

Unlike Darwin Kastle (who cre- 
ated last year’s Avalanche 
Riders), Mike Long did not give 
a name to his card. Called sim- 
ply “Long’s Merfolk” in devel- 
opment, the card needed an 
actual name. Long had specifi- 
cally requested that his crea- 
ture remain a Merfolk. The 
development team agreed, 
which gave the naming team 
its first hint of where to go 
with the name. 

In Nemesis, the story 
returns to the setting of Rath. 
This means revisiting 
Rootwater, where the only 
known Rathi Merfolk live. After 
some brainstorming, the nam- 
ing team came up with the 
idea of Rootwater Torpedo—a 
powerful Merfolk that can 
shoot out of the water like a 
torpedo. 

With time, it became appar- 
ent that the word “torpedo” 


gain flying. Additionally, in 
keeping with the tradition of 
Avalanche Riders, the art 
director was to find a way to 
include Mike Long’s picture in 
the art. 

At first we thought that 
Mike Long could be the 
Merfolk, just as Darwin Kastle 
was illustrated as the lead ava- 
lanche rider. Unfortunately, the 
continuity team pointed out 
that the Merfolk of Rath look 
very little like humans. 

So we decided to include 


See Mike. See Mike win. Win, Mike, win! 
Mike Long contemplates his cards at this 
year’s Duelist /nvitational. 

didn’t sound enough like a 
creature. Because the card was 
going to keep the mechanic 
that allowed it to remove cards 
from the opponent's library, 
the naming team finally settled 
on the name Rootwater Thief. 


The Art 

R&D asked three things of the 
art: the card image should 
look like a Merfolk, and it 
should be leaping out of the 


Long's Merfolk 
00 


Creature—Merfolk 1/2 


O: Long's Merfotk gains 
flying until end of turn. 


Whenever Long’s Merfolk 
damages a player, you may 
look through the library of 
that player and remove one 
Card from the game. 
Afterwards, have that play- 
er shuffle the library, 


Mike as a human interacting 
with the Merfolk. As you can 
see in the picture below, the 
artist decided to show the 
scene just moments before the 
confrontation. 


The Rest 

Check out the next issue of 
TopDeck, where we’|l explain 
the changes the development 
team made to the card as it 
worked its way through the 
development process. 


water to explain its ability to 


Rootwater Thief was painted by Ron Spears and features Mike's likeness 
as the wrong-way looking (and hatless) boatman. We don't know who posed as 
the Merfolk, but we think at least one TopDeck editor may have been involved. 


QUICK BIT 


NFL FEVER 2000 


You might think that Microsoft 
is crazy for trying to grab part 
of the computer sports game 
market from Electronic Arts. 


Fast reads on 


We certainly did until we saw 
NFL Fever 2000. This is the 
football game we've been wait- 
ing for since Sierra’s football 
franchise went south. It has 
plenty of intricate details for 
the number-crunching man- 
ager, but plenty of fast, versa- 
tile, hard-hitting action for the 
pure fan who merely wants 
action. In our opinion, NFL 
Fever 2000 does for football 


the best sport in the world. 


REQUIEM 


This first-person shooter 
should be in bargain bins 
pretty soon, if not already. 
It’s a solid game and 
everything, and the levels 
are beautiful, but there’s not 
a whole lot added to the 
already-tired genre. You get 


After Detroit Lions safety Mark Carrier recovers a fumble, 
gamers are rewarded with a pop-up visual of da’ man (of da’ moment) during 
one game of Microsoft's new NFL Fever 2000, 
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what EA’s NHL Hockey does for 


some kooky “Old Testament” 
abilities because you're an 
angel, but they’re nothing 
more than biblical 
names slapped onto 
the same types of 
guns you've seen 
before. If you see 
it in a bargain bin, 
pick it up to check 
out the cool levels, 
but don’t expect 
much else. 


Create Your Own Pokémon 


Adventure 


n what is probably the first joint 
venture between Wizards of the 
Coast and our new parent company, 
Hasbro, Inc., the Pokémon Jr. 
Adventure Game will give kids a 
chance to finally embark on their own 
journeys to become Pokémon Masters. 
Designed by a team of Wizards of the 
Coast game designers headed up by 
Steven “Stan!” Brown and Bill Slavicsek, 
the Pokémon Jr. Adventure Game will be 
produced by Hasbro and should be in 
stores in time for the holiday gift season. 
The game consists of a set of 24 double- 
sided Pokémon cards, dice, and a combi- 
nation rulebook and adventure guide. 
Pokémon Jr. is designed for younger kids 
to play with an adult, such as a parent or 
teacher, or simply with an older child. The 
adult reads each adventure like a book to 
the child, who has one or more Pokémon 
that follow him or her on the adventures. 
The rulebook is very story-oriented and 
will have a lot of pictures to show the kids 
as well as questions for parents to ask 
their children that will propel the game 
along. According to Brown, “Pokémon Jr. 
is like a book with a game in the middle.” 
At certain points in the adventures, the 
game will present the child with a conflict 
that can be resolved by a Pokémon battle. 
At this point, both the child and the adult 
will choose a Pokémon (usually the adven- 
ture book tells the parent which Pokémon 


to use). Both players now decide 
which attack their Pokémon will 
use by secretly choosing one side 
of their Pokémon card. After some j 
dice-rolling to see which attacks 
succeed and a few more turns of 
attacks, the battle is over andthe 
adventure can continue. 

The adventures roughly follow the 
course of the animated television series, 
so kids start out with one Pokémon given 
to them by Professor Oak, travel the world 
of Pokémon fighting other trainers and 
Team Rocket, and collect new Pokémon by 
capturing wild Pokémon. There are even 
Evolution stories. The kids get to keep the 
Pokémon they have caught and use them 
in future adventures. 

The Pokémon Jr. Adventure Game will 
feature 16 different Pokémon that kids can 
collect on their adventures, plus variations 
on some of those (for example, there are 
two different Pikachus and two different 
Charmanders in the first set). There are at 
least four more Pokémon Jr. Adventure 
Game sets planned at this point. Each one 
will feature new Pokémon cards and fur- 
ther adventures for kids to embark upon. 
Work is also underway on the Pokémon 
Adventure Game, which will provide rules 
and adventures for players aged 9-11 to 
play with their friends. Check back here 
for more information on both of these 
exciting new Pokémon games. 


Pikachu is in the game, along with more of 
your favorite Pokémon. 


~ SCRATCH 
/ROLLO®O6@ 
IT 


It’s easy to play the Pokémon Jr. Adventure Game! 
Everything you need to know about each Pokémon 
is printed right on the card, including special 
attacks like Bulbasaur’s Heal ability. 


NEED FOR SPEED: 
HIGH STAKES 


This righteous driving game is 
a complete blast! Everything is 
top-notch, from the models 
and lighting to the physics and 
power-slides. If you’re a street- 
racing nut, you're already play- 
ing this more than any other 
racer. If you’re new to 
racing or a “passing” 
fan, this is the one 
racing title you should 
pick up. 


MIDTOWN MADNESS 


This racing game seems to use 
a beefed-up version of the 
“Madness” engine, but instead 
of the puffy wheels of Monster 
Trucks, or the 12-second air- 
times of Microsoft’s Motocross 
game, this puts you in brand- 
name vehicles (a privilege 
companies like 
Volkswagen 
probably paid 


NFS:HS 
The racer’s racer. 


handsomely for). As you rip 


through the streets of Chicago, 


pedestrians dive out of your 
way while you try to make the 
next checkpoint. That usually 
doesn’t happen. This game is 
very difficult, or I’m really 
dumb, or both. 


HIDDEN & DANGEROUS 


Another title in the growing 

genre of squad shooters, H&D 
puts you in control of four SAS 
specialists. Although the levels 


are very interesting, they’re 
also extremely difficult. As the 
commander, you are given 
ample tools for giving direc- 
tions and taking control of the 
four troops. However, the path- 
finding and enemy Al are slight- 


ly flawed. If you like 
games like Rainbow Six, 
and to a lesser degree 
Commandos, 
you should 
check this 
title out. 
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In Case You Just Tuned In 


The mouth of hell’s opened up and a full-fledged 
demon named Knicknevin just walked out, thanks to an 
unholy alliance between black magic and raving 
zealotry. 

See, the Collegium has sunk the Maze Rats’ flagship 
Typhoon. 

The rest of the Whateley clan showed up, and the 
whole brood cut down just about everybody foolish 
enough to challenge them for the Lode. Motherlode, 
that is—Humphrey Walters has revealed that it’s been 
sitting right there under Lord Grimely’s all along. 

Stoker has mustered the Raggers, the Agency, the 


Collegium’s workshop. And Flint Parker’s 
family is stinking up the streets looking for 
the people who killed their kin. 


“LASS ce 
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by Chris McKitterick 


his is my favorite deck 
because you can put big, 


lop A Quick Look at Other Games from Wizards of the Coast 


GOING DOWN INA 
HAIL OF BULLETS 


Revelations—Praise the Lord and Pass the Ammunition 
by Scott McGough 


ell, you knew 
it would come : ’ te 
to this: half of DOOKATO WW Ne 
Gomorra hates Se $e 
the other half, everybody’s armed to the teeth, and 
old scores are finally getting settled for good. Like all good cryptic 
prophecy, the Doomtown: Revelations set raises as many questions 
as it answers...and we won’t know what it all means until the final 
shootout of the final story tournament. 
There’s so much going on in Gomorra that the cards can scarcely 
keep track of it all. But only a danged fool would ignore something 
pointed straight at his head.... 


FEARLESS, BIG 
‘MECH DECK 


Resources 
1 Black Market Connections 
6 Improved Construction Facilities 


rompin’ stompin’ "Mechs into 
play with relative ease. It. - 
_ uslally wins, even against 
swarms and Dasher decks. Here’s how: 
You want to draw a Merchant Caste, 


resources. 


Command! °.\, » aay, 
mmand! © ©. |, +f bpte 


4 1 Jade Falcon High Command 
11 Logistics 
11 Tactics +f 
Aletha Kabrinski is piloting one of the Units ‘ ; hy ) 
Crossbows, her ’Mech has an effective 5 6 crosgheetke ray 
armor even in Single Combat battle and 6 Crossbow B } 
the “small” Crossbow can wipe out 3 Turkine 6 ++ mA iy” 


Logistics, an. Improved Constructiof# » Infact, dther big "Mech decks are this 1 Aletha Kabrinski Wi With, if A 
Facilities, anda "Mech in your firsthand. one’s worst enemy because they general- 3 Double-Time Offense, : “Ta? Daum 
If you cae YON probably ~ aly field bigger "Mechs than Crossbows siete Combat te 
id ne ise. Sent sygan deal in one fight—hence ~ 1 The Invading Clans : yr] Rik 
emer Py rdinppbse nthe sideboard. Viper’s Maw ~ T3504 re 

OF toc fie Mission : 
‘be Bonsueieealie 4 re is int reto deal with the free-deploy g 4 Mission Ord 4 
ret iterbieta Dashers, but once Swarms. The extra Single Combats are for Te aa es r 
you h dve'dt leastioné. big guy on. the - ‘these decks, too, as well as for all-fast Sideboard Ae 
table you can stop worrying about such decks. Toss out two Double-Time . oe ea ; 
details. Drop a Single Combat or two, and. Offenses and ee. in the Single Combats ; ak Sa 
all your Phantom worries fade away like © deal with flimsy "Mechs. 1 Viper’s Maw 


the mist of their vaporizing hulls. If 


Enjoy! 
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Lock and Load 


Guns don’t kill people: bullets do. These new Goods cards 
attach directly to a Dude and can be aced or discarded to 
produce devastating (if not lethal) Shootout actions. You 
need look no further than the Revelations set for a demon- 
stration of how elegantly Five Rings Publishing Group has 
translated the scary world of Gomorra onto cards: Silver 
Bullets take out Abominations, Bone Bullets take out 
Blessed, Holy Bullets take out Harrowed Dudes and cancel 
the Harrowed pull. It’s like being in a horror movie and find- 
ing the ancient book that tells you exactly what you need to 
kill the monster. 

Just to be fair, the design posse also included Dud 
Round, an Action card, which renders a Bullet action null 
and void and aces the Bullet, to boot. And to be more than 
fair, they included the Spare Chamber, a non-Bullet Goods 
that lets you reattach a Bullet on its way to Boot Hill or to 
the discard pile so you can use it again. 

* continued on next page 


ClassicDeck: 


by Daneen McDermott 


n ARC system games, direct damage is doubly dangerous. Not only 
does it get your opponent that much closer to losing, it also sends a 
whole lot of your opponent's cards (hopefully the best ones) to his or 
her discard pile. And we all know the best way to defeat Xena is never 
to face her. 

The “100, 000 Arrows” deck is designed to pelt your opponent 
with...well...lots of direct damage arrows. It focuses on the direct damage of 
red while splashing in the recycling aspects of blue. The handful of characters 
are too weak to be anything but one-time blockers—their primary objective is 
to enable you to recycle your best spells. 

Ignore the pesky little characters 
your opponent manages to play 
early on. When your opponent 
accumulates too many forces, 
clear them out by playing 
Releasing the Titans. With 
Rapid Fire and Underworld 
Escapee replenishing your hand, 
you can keep up the pace indefinitely. 

All that’s left is finding a friend 
for target practice, so ready arrows 
and fire at will! 


Characters 


4 Priest of Asclepius 
2 Underworld Escapee 


Spells 

4 Archer Attack 

2 Army of Ares 

2 Cavalry Strike 

4 Flaming Arrows 

4 Rapid Fire 

2 Releasing the Titans 
Resources 


10 Red 
6 Blue 


Crypt (12) 


Combat Cards (28) 


Master Cards (2.0) 


lassicleck: 
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by Chris Thomasson 


This 40-card tournament deck is one that has survived 
many a fierce struggle for supremacy, and was once responsible 
for 14 burned vampires in a single four-player game. 

This deck focuses on the use of disciplines as a theme. There 
are only a few vampires involved, and they all have at least a 
basic version of the Thaumaturgy and Fortitude disciplines. The 
vampires that are the most useful to this deck are Cardano, lan 
Forestal, and Muaziz, Archon of Ulugh Beg. All are quite expen- 
sive, but there are a number of pool-filling Master cards in the 
deck, as well as Deflections for defense; keeping your pool up 
around 10 or 15 shouldn’t be difficult. 

The deck revolves around a three-card combo: Dawn 
Operation, Weather Control, and Skin of Night. Once you have 
one of each of these cards in your hand, start bleeding every 
turn. If your prey lets you through, that’s great. If he or she 
blocks, play Dawn Operation followed by Weather Control. Now 
the damage from Weather Control is aggravated, so you calmly 
finish the combo with Skin of Night, and watch the enemy vam- 
pire go to torpor. The only cards that will help your prey fend 
off this combo are Skin of Night or Blood Tears of Kephran. 

The use of Cardano gives you a couple of votes to play with, 
and there’s just enough intercept in the deck to block actions 
you don’t want to see go through. The Conditionings are great 
for bringing a game to a close, and the rest of the cards provide 
you with enough versatility to make the deck unpredictable. 


Actions (5) 
Action Modifiers (17) 


Heactions [17] 


Equipment and 
Hetainers (3) 


continued from previous page 
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Magnum Force 

Magnum Bullets gets the award for Best Damned Card in the Set: 
, only costs 1 ghost rock, gets discarded (not 
aced), isn’t Unique, removes all acing restrictions and makes 


everyone killable, has an extraordinarily cool story scene and fla- 
vor text, and shows off some Mark Texeria art that looks as cool 
the Magnum is a as Sergio Leone music sounds. 


Magnum Bullets are the Bullets. 


Pp who haven't already caved in to the overwhelming pressure of Weapon, Gadget, and Spell Shootout actions will soon clear slots in their decks for No 


Funny Stuff—or use our handy table to prepare for the literally magic Bullet that has their Outfit’s name on it 


Value Name Shootout Action Ghost Rock Cost/Restriction 
Auto-Incendiary Bullets Ace it to ace an opposing Dude 5; Gadget Difficulty: 5 
Bone-Tipped Bullets Discard it to ace an opposing Blessed Dude 1 
Cold-iron Bullets Discard it to ace an opposing Huckster Dude 1 
Holy Bullets Discard it to ace an opposing Harrowed Dude; 2 


no Harrowed pull 


Magnum Bullets Discard it to negate any card effects that would 1 


prevent a Dude from being aced 


Reckoner's Bullets 


Silver Bullets 


Ace it to ace an opposing Dude 


only for Terrors with ready Weapons 
Discard it to ace an opposing Abomination 1 


Roll o’ Dimes Ace it to give a Dude with a Shotgun 
a+5 Bullet bonus while taking a Shotgun action 2 
Special Mention (Bullet Friends and Foes) 
Ke Dud Round Action: Cancel any Bullet action and ace the Bullet @ 
Spare Chamber Goods: Discard it to save and reattach any Bullet 1 


after it’s aced or discarded 


CiassoieDeci«: 


IF 


Tetteerney thre 
Fine-Bavanagin 


his deck incorporates many cards that allow 

the destruction of your rival’s Favor. The 

centerpiece of this Sisterhood deck is Grant 
Furlough, which transfers one of your Personas to a rival. 
However, your opponent must then pay you Solaris equal to 
the Persona’s deployment cost. If your opponent is unable to 
pay this amount, he or she loses an equal amount of Favor. 

The other main cards in this deck are all Solari- and Favor- 
denying cards. They enable you to spring surprise Solari fees 
on your opponent, docking his or her Favor if payment is not 
forthcoming. Holding Tithes and Hoarding Tithes are two 
examples. Imperial Outrage enables you to prevent your rival 
from purchasing Favor for his or her dwindling pool. 

The chief Holding that you want to get out is Siridar 
Governorship. With this Charter, you’re allowed to discard up 
to 3 Favor for 2 Solaris each. Using this allows you to gain a 
considerable fortune in a few short turns. It can also help in 
the later game if you want your rival to go first in the turn 
rotation. 


we. 


The deck is 
the game goes too long, start buying Spice with your 
assed Solaris. 


Good lu 


continued on page 24 
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built around making your opponent lose, not making you win. 


CLASSIC 


Not Flatlined Yet! 
DN UC | is 
& 
: . 
7 7 


6 (cost cannot be lowered) /Unique; 


It’s been highly praised. It’s won a 
major game design award. It was the 
only trading card game to receive the 
top score of “6” from /nQuest maga- 
zine. It’s got the best flavor text 
around. And only months after it 
appeared, it was back listed. It’s 
Netrunner, an excellent game that 
deserved better than its fate: side- 
lined by the post-Magic glut of TCGs. 

Despite the game’s apparent 
flatlining, there was still a pulse— 
albeit a faint one. Dedicated fans 
devoted many hours of their own 
time, and often quite a lot of money, 
to traveling around the country, 


I Call Your Blue Chip and Raise You Two 


As the story of the Doomtown trading card game’s first year 
reaches its dramatic climax, it’s not a pun but another compli- 
ment to the designers to say that major events happen during the 
Revelations storyline. Appropriately desperate-sounding cards 
like Wrath o’ God, The Battle for Lord Grimely’s, and Ghost Rock 
Fever have appropriately discordant effects on the game: to wit, 
they throw Control Points around like they just plain don’t matter 
anymore. The most important Deeds on the table at any given 
time can either gain +2 Control Points or be lost entirely. 

Specific Deed types can also be targeted to ramp up the rush 
to victory. Saloon’s on Fire, an Event, aces the best Saloon in 
town, thus making all the other Saloons in town that much more 
important, Monopoly lets you choose between Brothel, Saloon, 
or Government Deeds and gives the chosen type +1 Control 
Points until after Nightfall. 

Several new Deeds also rattle the blue chips around more than 
a sober man is comfortable with. Investment Broker goes up in 
Control Points every time you invest a big chunk of rock in it; the 
Museum Control Points go up for each non-restricted 


Characters 


Sept, (32) 


—» PX 

‘3 we 
Archeological Dig in play; there’s even a blue-chip Strike that fur- 
ther adds to all of the fiddling with blue chips going on in town. 


Scary Times 
It’s not only tougher to stay alive in Gomorra these days, it’s 
tougher to stay dead. Fresh after the introduction of Miss Me? in 
the Reaping of Souls set as a superior method of making Dudes 
Harrowed, the Revelations set introduces interesting new 
Actions that will get your dead Dudes out of the ground and back 
into the thick of things. Shallow Grave doesn’t make Dudes 
Harrowed, but it pulls your key Dude out of Boot Hill and shuffles 
him or her into your deck to be played again. Born under a Bad 
Star simply cancels a Dude’s presence in Boot Hill, and you can 
act as if he or she ain’t been put there in the first place. 
Sometimes, though, dead is dead, and these Harrowed suck- 
ers should remember that. In addition to Holy Bullets, the 
Revelations set offers Last Rites, a Miracle, as a method of skip- 
ping the Harrowed pull and sending the Harrowed Dude straight 
to his or her final resting place. 


* continued on next page | 


Covthat (20) 


demoing at game stores and conventions, 
keeping the patient plugged in and 
breathing. For three years these brave 
souls pursued this labor of love, in the 
hope that eventually demand would grow 
to the point where the long-unpublished 
“lost expansion” of the Netrunner TCG 
might finally see the light of day and 
revive the game. 


Wizards has been listening to the fans. 


Earlier this year, Wizards made a public 
commitment to support the company’s 
smaller TCGs with “maintenance” card 
releases. This is the idea behind the 
Classic expansion series. 

Netrunner is the first beneficiary. 


PeNew virtuar battiefieta 


Since the release of the Proteus expansion 


set in September 1996, the Netrunner tour- 


nament environment has been thoroughly 
explored. Several devastating Runner deck 
designs arose incorporating the set’s 
expanded virus technology, while most 
Corp decks continued to exploit devastat- 
ing speed. Although Netrunner is still 
superb in sealed-deck play and new play- 
ers continue to discover the game all the 
time, with no new cards many first-genera- 
tion players became bored and even 
dropped the game. 

Meanwhile, a second expansion set, 
with the working title of Silent Impact, had 


already been designed; it just awaited 
release. 

The new Netrunner Classic expansion 
brings many, if not all, of those cards to 
light at last, along with some new designs. 
Adding 52 new cards to the mix, the set 
throws a few curves at the current deck 
lineup. Old battle lines will be derezzed 
and new ones drawn in the silicon. Here 
are a few glimpses of what’s coming. 


New Policies for the Corp 

Tired of viruses being spread through their 

systems, corporate technicians used the 

Proteus algorithms to develop inexpensive 

code gates, such as Vortex, that redirect a 
© continued on next page 
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1 Arrakeen 
1 Carthag 
1 CHOAM Company Flag 
1 CHOAM Directorship 
1 Dune: Siridar Fief 
1 Gaius Helen Mohiam 
(Eye of the Storm) 
1 Glossu Raban 
(Eye of the Storm) 
1 Imperial Suk School Profits 
1 Mess’r Coss 
1 Plasteel Industries 
1 Shari-a Projects 
1 Siridar Governorship 
1 Siridar Tithes 
1 Sisterhood Covenant 
1 Spacing Industries 


TOPDECK 


Cde-«_8«: 
2 Act of Cowardice 
2 Byzantine Corruption 
1 Cannon Artillery 
2 Casting Nets 


1 Certificate of Allegiance 


2 CHOAM Delegate 

1 CHOAM Restructuring 
1 Claim Initiative 

2 Emperor’s Outrage 
4 Grant Furlough 

1 Guard Commander 
2 Hoarding Tithes 

2 Holding Tithes 

3 House Swordmaster 
1 House Agent 

1 House Battalion 

1 House Assassin 

1 Imperial Reprimand 
1 Sack the Guild Bank 
2 Security Sweep 

1 Stunner 

2 Tahaddi Al-Burhan 

1 Valor of the Brave 


Eee 
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Runner to the outermost rezzed ice of another data fort. 

Another corporate tactic is forcing the Runner to be 
more careful. Until now there has been little incentive to 
crack walls with icebreakers that aren’t noisy; they’re 
rather expensive, and “stealth bits” weren’t very. efficient. 
But “sleepy” Sentries like Wild Bill can be rezzed cheaply 
in response to'the noise of the Runner’s assault. And 
London City Grid, Netwatch’s base of operations, imposes 
a hefty financiatypenalty on the incautious. 


ig | j | | 

There’s harsh punishment waiting in Glassic forteckless 
Runners who pursue the “TagMe” strategy of fast 
cash, big digs, and meat-damage protection. Being 
flatlined isn’t the only threat to the tag-heavy. One 
word: Badtimes. 

The Corps’ new technology should encourage Runners to 
take a 
second look at existing stealth cards. There are also 
some new advantages to the quiet approach. Library 
Search is a way to plumb the central data forts —if 
nobody hears you coming. 

There are still some cheap, loud tools for those who don’t 
mind the often-dangerous side effects. Tantor is the 
first noisy killer, effective but tricky to control. 

pect some new hardware, like Zetatech Portastation, a 
toy that makes the Runner’s special stunts easier to 
pull off. Imagine free bits to spend on playing preps! 


“od iaeal 1 sient value at the end of each nae Noo 
for rest of game; when that Dude's value drops — S 
below A, ace the Dude, and he or she. > never come i 
. back; discard this Hex 
Mark of War Dudes cannot refuse call-outs until 


3 SPe ; after Nightfall; discard this Hex ; 
Mark of Famine = Noon Hex: Boot this Huckster to lower a Deed 


gh Production to o until next High Nos 
; Mark of Man : Noon Action: Lower a Dude’s value by 3 
ar tees . d ‘minimum A) until after Nightfall = __ 
all Marks are Hexes. : os 


The Revelations set also introduces new Home days as exciting as possible, and ina sense, it’s im = 
cards for the Maze Rats, "Jacks, and Sioux, a host of all over but the shouting. 
spiffy new Improvements for your Deeds, and a hand- But that shouting will be heard all the way 
ful of ways to elude the Long Arm of the Law by from the bottom of the deepest mines to the edge of 
becoming non-Wanted. Five Rings Publishing Group Knicknevin’s unholy home. Grab a gun, raise your 
has given us all they have to make Gomorra’s last voice, and join in: it doesn’t get any better than this. 


Scott McGough went shootin’ (the real kind) for the first time in a long time last weekend. The scoring results were 
mixed, but he’s pleased to report that the .44 magnum still blows an extremely satisfying hole in whatever it hits. 


“a Jo yubli ng Up 
Both sides have also begun to realize that tak- 
_ ing alittle extra time can pay off richly. That's 


Corporation Runner 


> the principle behind “double” preps and opera- Badtimes @ Boostergang Connections 
tions. Take Networking, a prep that resembles Baskerville @ Corruption 
: A ‘ySeore!. but costs fewer bits. The catch: It takes Bolter Swarm @ Crash Space 
\_ whee twolfonsecutive actions on the same turn to me ae 
> play. Still, it’s a great 7 to burn off that we 
q ) “Haunting Inquisiti Corporate Shuffle i isadou- is oad oe =. fy tom 
' { Détarfort R i 2° Ele LasKova, 
} e ‘se operation th ‘ess deck PA ‘. be og eae Fe na Laskove, 
r if of. c peitng - Pe . Execotive File Clerk, 
re ‘ ome ty TRY PI Fi 
rg O04 TI a. tf, Pe, His ree 7 Y ad ) 4. y ry 28a. Og 
4 it : 4 ‘ 
A great many people within boas contributed ‘ a set sae Ts 88 
to the Silent Impact set, and many more acies @  Ubrary Search 
stepped up to help complete the Classic expan- Imperial Guard @ tittle Black Box 


sion. The set wouldn't exist if not for The Top 
Runners’ Conference (a dedicated fan organiza- 
tion that has tirelessly promoted Netrunner and 
instituted regular worldwide competition), 
designer Richard Garfield, and many others. For 


indiscriminate Response Team @ Matador 


London City Grid 
Puzzle 


@ Meat Upgrade 
@ MS-todon 
@ Networking 


Reclamation Project 


a complete list of everyone who contributed to Satellite Monitors @ Omnitech “Spinal Tap” Cybermodem 
the set, go to www.wizards.com/duelist. Self-Destruct @ Omnitech Wet Drive 
Look for TopDeck’s first Netrunner: Classic shack Weabaile ah Sisndiaads 
deck next month in ClassicGames! 
Sterdroid @ Psychic Friend 


Strategic Planning Group @  Rent-i-Con 


Jennifer Clarke Wilkes single-handedly printed, 
cut, and shipped every card in the Netrunner: 


Street Enforcer @ Running Interference 


Superserum @ Sandbox Dig 
Classic set. 
Unlisted Research Lab @ Schematics Search Engine 
Theorem Proof @ Superglue 
Trapdoor @ Vintage Camaro 


cs ee 


Vortex ®  Zetatech Portastation 
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Prepare for the dog-beat-dog world of the 

Arena™ league. You don’t need shots to join—just an 
incessant itch to throw down every week with a 
fun-loving breed of Magic: The Gathering TCG player. 


The more regularly you play—win or lose—the more premium cards : 
and other prizes you fetch. (Yep, anyone can be top pooch around here.) . 


Sniff around your local game store. If they run Arena, sign up. 
If not, ask ‘em to. But no begging. That's a good player. & 


Questions? Call (800) 324-6496. 
Or visit www.wizards.com/Arena 
to find an Arena retailer near you. 


F TRADING CARD GAME | 8B A liad L MCDERM TT 


TopDeck Exclusive Interview 
with Tsunekaz Ishihara 


We have long been impressed with the surprising 
complexity of this simple game. The Pokémon Game 
Boy game and the Pokémon trading card game work 
on many levels, combining competition, adventure, 
trading with friends, and kid-friendly creatures that 
immerse players into the whole world of Pokémon. 
Wanting to find out more about how the Pokémon 
phenomenon got started, we recently got a chance 
to ask Tsunekaz Ishihara, the man at the top of the 
Pokémon world, some questions about his role in 
the Pokémon franchise. 


TopDeck: Thank you for allowing us to interview 
you. Can you tell us a little bit about yourself and 
how you got involved in Pokémon? 

Here’s my brief profile. | was born in 
1957 and had been involved with the development 
of game software for about 15 years before 
Pokémon. | have developed software for about 20 
different games. 
TD: What was your role in the creation of the origi- 
nal Pokémon concept? Who else was involved? 

My role at first was merely to support the 
development of the game. Pocket Monsters /the 
A. MR. ISHIHARA is the ecareite name for the game, Ed.] was developed 

y GameFreak, a Japanese game software compa- 
producer of the original ny. | had an occasion to meet Mr. Satoshi Tajiri, the 
president of GameFreak, and became involved in 


Pokémon Game Boy game, the creation of Pocket Monsters with him. 
as well as lead designer and TD: What is your role in the Pokémon world 
right now? 
producer of the Pokémon My responsibility is to direct the Pokémon 
trading card game and properties overall. 


TD: What was the first Pokémon? 

If | remember it right, the first Pokémon 
animated cartoon. was Saihoon (Rhyhorn). 

TD: What did Saihoon look like? 


p What were its attacks? 
Saihoon’s original look and 
attack forms were exactly the same as 
the current one. 
— ae 


producer of the Pokémon 
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ometimes it’s difficult for parents to 

understand the hobbies their 

kids get interested in. For 

example, | grew up with two 
older brothers and no sisters. So when my daughter wants 
Barbie clothes, I’m a little lost. But if you can take an 
interest in your child’s hobbies, you can improve your 
bonds with your child and make that hobby all the more 
special for him or her. That’s what these Pokémon for 
Parents Too! sections are all about—helping you under- 
stand and participate in the Pokémon phenomenon. 

So, why is Pokémon so popular? Well, most school age 
children have two main interests (outside of watching 
television): collecting things and playing games. Whether 

it’s stamps, coins, marbles, Barbie clothes, 
or Pokémon trading card game cards, 
kids love to collect things. 
It’s actually a very large part 
of establishing an identity 
for a child. 


kids love to 
play games 


In addition, kids love to play games, and the elemen- 
tary school years are an important time for them to learn 
that competing is a big part of life and that there 
are rules you need to learn when you com- 
pete (and not just the rules of the game. 
Learning how to play fair and 
how to lose is just as important, 
if not more so). The Pokémon 
games Satisfy both of these needs. 
Kids get to collect the Pokémon 
creatures, trade with their 
| friends (which helps build 
j social skills), and learn to play 
games. Your job is to help your 
| kids learn the tough lessons while 
. they play, like “It’s okay to lose as : 
long as you did your best.” —W. M. 
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TD: What was the biggest change in the Pokémon 
world during development? 

The biggest change would have to be the 
explosion of Pokémon into a worldwide market. 
| think the strongest aspect of Pokémon is the very 
open structure of the game. 


THE TELEVISION SHOW 
TD: How soon after the Pokémon Game Boy games 
appeared did the animated cartoon series and the 
trading card game appear in Japan? 

The Game Boy version was released in 
February of 1996 and the Pocket Monsters trading 
card game appeared just nine months later, in 
October. The animated series started in April of 
1997, over a year after the release of the game. 
TD: How did you adapt the original game to the 
television screen? 

All of the animation crews played Pokémon 
Game Boy first to understand how the game works 
and experience the fun of the game. Then we 
worked together to develop the main characters 
and the personalities of the Pokémon—like how 
Pikachu moves, talks, or makes sounds. 


THE TRADING CARD GAME 

TD: The Pokémon trading card game truly captures 
the essence of the Game Boy game. What prob- 
lems did you encounter when you adapted the 
electronic game to cards? 

There are a lot of different types of Pokémon 
in the Game Boy, so converting computer game 
elements into trading card game elements was 
challenging. We analyzed what would work best 
for the unique game features of a trading card 
game, like the rarity of cards and how long it 
would take to play. 

TD: We've heard about Pokémon tournaments in 
Japan where hundreds of thousands of players 
participated. Can the Pokémon phenomenon get 
any bigger? 

| don’t think we have reached the peak yet. It 
could get even bigger. 


WHAT’S THE SECRET? 
TD: Boys and girls of all ages love Pokémon in the 
United States. What’s the secret behind the 
broad appeal of the Pokémon games? 
| believe the secret to Pokémon is we have 

made games that kids can play with their parents. 
TD: But what makes Pokémon so hugely popular? 

The combination of animation, Game Boy 
game, and trading card game is very strong. But it 
is not only the combination of those three things. 


a There are a lot of strong elements that only 
“oe ~ 


(he First Movie 


It’s Mew Versus Mewtwo 
in the Ultimate Match 


THE FUTURE IN MOVIES 


qexay 


BY DAVID NOONAN she 


Be Like Ash 


Ch out the Pokémon TCG 


If you’ re into the world of Pokémon, you know that Ash Ketchum 
is always looking for new Pokémon and new trainers to challenge. 
His main goal is to earn badges and become a Pokémon Master. 


hen you join the Pokémon Trading Card Game 
League, you're trying to do the same things Ash is 
doing: get new Pokémon, score badges, and 
become a better Pokémon trainer. And playing in 
the Pokémon TCG League is a great way to do that. 

The League gives you a time and place to meet other Pokémon 
fans, play the Pokémon TCG, and trade cards. The more you play, 
the better you’ll get—just as Ash has improved. By trading with 
other players, you’ll catch more Pokémon and maybe complete a 
set. And just for participating, you can earn real Pokémon badges. 

Unlike Ash, you won’t have to wander from town to town—you 
can probably find the League at a store near you. 

It’s so convenient, | bet Ash wishes he could take part in the 
Pokémon TCG League. 


How it works 

First, you'll find a Pokémon TCG League center near you. Then 
just show up at the scheduled time with your favorite deck, and 
you're part of the League! 

Your local League organizer will set you up with an official 
Pokémon TCG League booklet. Every time you go to the League, 
you'll earn points that you keep track of in your booklet. 
Eventually, you'll get enough points to earn cool Pokémon 
badges —just like the characters on the TV show. Keep going, and 
you'll win a Technical Machine™ full of tips to make you a better 
Pokémon trainer. 


Here are TWO DIEGIES 


you can try at a League near you 


hese decks come from 
great Pokémon play- 
ers —Andrew Cornelius 
and Daniel Cantu, the 
two top finishers at 
this summer's Tropical 
Mega-Battle. With enough Pokémon 
cards, you can build these decks 
yourself and see if you can play 
as well as the U.S. National 
Champion can! 


Remember, Andrew and Daniel 
didn’t have access to Fossil cards 
when they made these decks, but 
you can bet they're using Fossil 
cards now! See if you can add your 
own Fossil cards to make these 
decks even better. 
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Points are easy to get 
Here are some ways to earn League points: 
« Play the Pokémon TCG. 
* Complete a Pokémon TCG League activity sheet. 
Teach a new player how to play. 
* Trade a Pokémon TCG card. 

You don’t have to win to earn points, so it’s not a high-pressure 
situation. You just spend an evening in the world of Pokémon 
with your friends! 


Why the league is better 

than oboe lessons 

It’s simple: To get good at something, you've got to practice. 
Whether you’re playing Pokémon, basketball, or the oboe, you 
won't be great the first time you try. You have to put in some time 
practicing first. 

Few young musicians actually enjoy oboe lessons, but 
Pokémon players across the country love the Pokémon TCG 
League. If you don’t like what you’re doing, practice is no fun. But 
if you’re having fun playing Pokémon, you'll hardly notice how 
much practice you're getting. 

And you'll play all kinds of Pokémon players with all kinds of 
decks, so you’ll get quality practice. You'll see everything from 
tried-and-true Pokémon theme decks to wacky decks your oppo- 
nents made themselves. 


Andrew 2 Energy Retrieval 


Cornelius’ Deck 2 Gust of Wind 
1 Item Finder 

2 Dodrio 1 Pokémon Center 

3 Doduo 2 Professor Oak 

4 Electabuzz 2 Scoop Up 

4 Hitmonchan 3 Super Energy Removal 
1 Switch 

4 Bill 

a Computer Search 13 Fighting Energy 


11 Lightning Energy 


You don’t need to be 

a deckbuilding genius 

Unlike competitive tournaments, you can 
have fun all evening long at the Pokémon 
TCG League even if you’re not yet sure 
how to build a deck. Many League players 
simply use one of the Pokémon precon- 
structed theme decks—and they win their 
share of matches. Others are a little more 
adventurous. They’ll start with a theme 
deck, but then they’ll take out some of the 


Andrew was the American 
Mega-Battle Champion. 
Although the Mega-Battle had 
players from the United States 
and Japan, there was no 
Official match between the 
countries. Unlike other large 
tournaments, the Mega-Battle 
had a very casual tone. 


Daniel Cantu’s Deck 


4 Bill 


wandered around 
the Mega-Battle 
tournament in 
Hawaii answering 
questions and 
generally having 

the largest headwear 
in the immediate 
vicinity. 


(Inset) Six-year 
old Roy Villanueva 
was the youngest 
participant at the 
Mega-Battle. 


Pokémon that came in the box. They’ll put 
in their favorite Pokémon instead. As long 
as the Energy types match, it’s an easy 
way to turn a preconstructed theme deck 
into your own personal deck—and maybe 
surprise your opponents! 

If you've got a big collection of 
Pokémon TCG cards, another way to get 
good deck ideas for the Pokémon TCG 
League is from lists in magazines or on 
the Internet. For example, TopDeck maga- 


* continued on next page 


3 Computer Search 
Blastoise 3 Item Finder 
s eaiaate 4 Pokémon Breeder 
3 Magikarp 1 Pokémon Trader 
4 Squirtle 4 Professor Oak 
3 Wartortle 
25 Water Energy 


“Professor Ooyama” | 


TRADING CARD GAME 


TOURNAMENT 


Young players 
meet at the Tropical 


Mega-Battle 


ant a taste of what the 
WY vices: TCG League can get 
you ready for? Check out the 


most prestigious Pokémon TCG event of 
all: the Tropical Mega-Battle. 

Eighteen young Pokémon TCG players 
in the United States won every Pokémon 
player’s dream this summer: a trip to 
Hawaii to take part in the first-ever 
Tropical Mega-Battle. It was a Pokémon 
TCG tournament of epic proportions, 
because they each got the chance to 
face off against 18 players from Japan— 
the land where Pokémon began! 

The players earned the trip through 
regional Qualifier tournaments held 
across the country last spring. They 
showed up in Honolulu in July, all grins, 
with binders full of Pokémon cards. 

After some frantic trading and a wild 
game of dodgeball, the players turned in 
early, preparing for the U.S. National 
Championships the next day. They faced 
off in five 20-minute rounds using decks 
they’d made themselves. Almost every 
Pokémon in the game could be found in 
some player's deck. 


* continued on next page 


Side Benefits of 
the Pokémon 


some time to yourself 

while your children are 
involved in fun activities in a 
safe environment, the 
Pokémon Trading Card Game 
League provides great benefits for 
your children. It gives kids a place to meet 
new friends who share the same interest 
(without distracting them from schoolwork). 
Plus, the League activities provide interesting, 
non-competitive tasks that can help your 
child improve skills like creativity and critical 
thinking, while also improving his or her 
self-confidence. 


| n addition to giving you 


DECEMBER 1999 31 


The matches were exciting... 

In the finals, Andrew Cornelius faced off 
against Daniel Cantu. Andrew played a 
Fighting/Lightning deck that relied on 
Hitmonchan and Electabuzz, and Daniel 
had an all-Water deck with Blastoise 
and Squirtle. As everyone gathered 
around, both players shuffled, shook 
hands, then flipped over their starting 
Pokémon. 


could be 
found in some 
player’s deck. 


Andrew was able to get two Energy 
cards attached to his Electabuzz quickly, 
and started Thunderpunching Daniel’s 
Blastoise. After Blastoise got Knocked 
Out, Daniel made Gyarados his Active 
Pokémon—leaving him with an empty 
Bench! Andrew made the most of 
Daniel’s shortage of Basic Pokémon, 
Knocking Out Gyarados to win the cham- 
pionship. 

The next day, the American players 
faced off against their Japanese counter- 
parts in a “Friendship Tournament.” 
Andrew got a chance to learn the same 
lesson he’d taught Daniel the day 
before: Make sure you've got lots of 
Basic Pokémon! 

Andrew was playing 8-year-old 
Japanese champion Takuya Yoneda, and 
both players had very similar 
Fighting/Lightning decks. But Andrew 
found himself in a Basic Pokémon 
drought, and Takuya’s Hitmonchan 
quickly Knocked Out everything on 
Andrew’s side of the table. 


..and the trading was just as good 
But it wasn’t all Pokémon matches at 
the Tropical Mega-Battle. The American 
and Japanese players took great delight 
in trading with one another, because 
each side wanted cards in the other’s 
language. And they took a spin around 
the island of Oahu, saw fireworks over 
Waikiki, and came home with armloads 
of new Pokémon cards. 

| bet they’ve got great material for 
those “How | Spent My Summer 
Vacation” essays. lp 
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The mood was friendly, the shirts were bright, and the trading was out of control! 
Japanese and American kids were eager to swap for the others’ domestic cards. 


(Inset) A handshake and a bow con- 
cluded this exhibition match between 
two Mega-Battle participants. 


zine will have new decks in every issue. some places to try: 
(Check ’em out on page 40.) « All Wizards of the Coast stores 
One of the great things about the « Select Game Keeper stores 
League is that you can try a new deck « All Books-a-Million stores 
every time. If you’re not happy with your « All Zany Brainy stores 
deck one night, you’ll have a week to All Toys “R” Us stores 
improve it or to make up a new deck. The « Select Borders Books and Music stores 
choice is yours! * Select hobby game retail stores 
Or check out and 
look for the Pokémon TCG League store 
Even if you don’t live in Pallet Town or locator. By clicking the map or typing in 
Cerulean City, there’s probably a Pokémon your ZIP code, you can find the League _ 
TCG League location near you. Here are locations nearest you. 0 
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our Online Source For Thousands Of Games At 20-30% Off Retail Price! 


Role Playing Games, Collectible Card Games, PC Games and More! 

Anime, Fantasy Art, Novels, and many more Fantasy/Sci Fi Products! 

Over 20,000 items in our inventory! 

Bid on hard-to-find items or sell your old games at Dragonscroll's Online Auction! 


Ww. dragonscroll. com pr Apert i tenga * Suite J - Norcross, GA 30092 
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TRADING CARD GAME 


POKEMON CENTER 


BY TOM WYLIE AND KEVIN ENDO Fix Up Your Broken Pokémon Decks with Kevin and Tom 


Tom and Kevin will take you along as they look at a Pokémon TCG deck that isn’t winning many 
matches. Let’s join them at the Pokémon Center, where they take hurt decks and make them bet- 
ter—much better—by adding some cards from the Fossil set. 


The original deck 


“They ave a lot of 
Ways we cam go, wath 
Ginis deel” 


4 Caterpie of a drastic change. Let’s work with what we Magneton and Metapod. 
4 Koffing have. Looking at Grass 
2 Magnemite Kevin: Well, the deck has Koffing and Tom: What's new in Fossil? For Grass we have 
1 Magneton (Base Set) Magneton... the Grimer/Muk Eventos Stages, which are 
2 Metapod Tom: “50 we should probably be messing pretty interesting. Grimer’s a pretty good Basic 
3 Nidoran around with some kind of Bench attack theme. Pokémon, and Muk... 
ikachu (Base Set) Kevin: ...Muk is...really good (laughs), 
4P especially because we can probably get away 
2 Voltorb with not having any Pokémon Powers in the 
( final deck. 
2 Lass / Tom: Right, because we're not starting with 
3 Pokédex any, and it’s not worth bringing any in. Oh, and 
3 Pokémon Flute there’s Weezing. 
4 Potion Kevin: The original deck has four Koffings... 
. 1 Super Energy Tom: ...and it continues the Selfdestruct theme. 
| Removal And the Muk can stop Alakazam decks from 
' hosing it, which is key for Selfdestruct decks. 
14 Grass Energy Lightning Pokémon 
11 Lightning Energy Tom (FLIPS THROUGH CARDS): For Lightning we 


Step one: Pick your theme 

Tom andiKeévin say that when you’re fixing your 
deck, you have to pick a theme. In other words, 
you have to know what you want your deck to 
be good at before you can make it good. Your 
theme is your road map—it tells you where 
you're going, and you’ |l get lost without it. 
Kevin: There are a lot of ways we can go with 
this deck. 

Tom: Yeah.... Too bad we can’t just retool this 
to the old Lightning/Alakazam/Pokémon 
Center deck, but that would probably be a bit 


wed * 


Step two: 

Look at your Pokémon 

Once you" Ve'settled on a theme, it’s time to 
look at your Pokémon. You can’t win the game 
without them! It’s important to choose 
Pokémon that will help you carry out your 
theme. If yourcan, it’s a good idea to anticipate 
what kinds of decks you'll face, and figure out 
ahead of time how you can beat them. 

Kevin: There are a lot of Pokémon here: 22. 
Nine of them are Lightning. 

Tom: And the only evolved ones here are 


have the new Raichu... 

Kevin: ...And not much else. There are only a 
few Lightning Pokémon in Fossil. What about 
Zapdos? There’s a new one in Fossil, and it’s 
hard to say which Zapdos is better. 

Tom: Well, if you’re building a normal deck, 
then the original Zapdos is almost certainly bet- 
ter. But if you’re building an implosion deck or 
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any kind of Bench-hosing deck, then 
clearly you want the new one. 

We can’t take every Bench-attacker, 
though. It’s pretty clear that it would be 
ridiculous to have all of these Bench 
attack things going in and nothing else. 
For ease of collecting, we should keep the 
Magnemite/Magneton Evolution Stages, 
but we’d otherwise maybe drop them for 
Zapdos if we needed to. 

Kevin: Four Jungle Pikachus, and two of 
the new Raichu? 
Tom: Sounds good to me. Keeps us with 
the theme. 
Know Your Limits 
Kevin: Do we want to stay under 20 
Pokémon? 
Tom: | think so. Maybe go for 10 of each 
type? 
Kevin: Yeah, that’s good, but for Lightning 
we'll need a little more Energy. Remind me 
of that later. 
Tom: All these attacks that need 4 
Lightning are just brutal. There’s a lot 
of double-Energy attacks, and that’s 
depressing, but it’s definitely worth it. 
Kevin: We'll probably make liberal use of 
the Trainer card that searches for Basic 
Energy. We'll need it. 
Making the Final Cut 
Kevin: We've got lots of Pokémon here. So 
what of these do we keep? 
Tom: Well, we definitely punt the Voltorbs. 
Let’s just scrub the Caterpie/Metapod 
Evolution Stages. We need to cut down on 
Pokémon anyway. 
So we're looking at probably a 4/2 


Pikachu/Raichu, and at least a 3/1 
Magnamite/Magneton chain. [Tom is refer- 
ring to 4 Pikachus and 2 Raichus—get it?] 
Kevin: Don’t forget Muk! 

Tom: And optimally we want to add 
Grimer/Muks, so we’ll want to take out 
the Nidorans. 

Kevin: The Nidoran is kind of lame; | think 
the female one is better. 

Tom: So that’s actually not a huge change. 
We're just taking out some of the less use- 
ful Pokémon. We're bulking up the 
Magnamite/Magneton chain. We're creat- 
ing the Weezing chain. We're taking out the 
Voltorbs and putting in Raichus. The 
Nidorans are basically dying in the num- 
bers crunch. 


elected your favorite 

time to pick some Trainer 

all decks can benefit from 
ike Bill and Professor Oak, But 
er cards are good in some decks 
ut not in others. Knowing which Trainer 
cards to choose is a matter of remembering 
your theme. 

Kevin: How many of the things that we’re 
using damage our own Bench? 

Tom: Besides most of them? 

Kevin: Let’s see. The Selfdestruct on the 
Weezing and the Magneton hit our Bench. 
Tom: Raichu’s the only one that doesn’t— 
oh, and Pikachu. 

Kevin: Some of these Potions should 
become Pokémon Centers, then. 

Tom: We're definitely going to want Energy 
Retrieval. So dump the Pokémon Flutes. 
Kevin: And the Lass doesn’t really do any- 
thing in this deck, does it? 

Tom: It gets the Blastoise decks, and 
that’s good. 

Kevin: Bills and Oaks? 

Tom: Definitely. And we want Energy 
Retrieval, and | guess we could throw in 
an Energy Search or two. 

Kevin: Is there any reason not to put 4 
Energy Searches in? 

Tom: If you're killing all your own 
Pokémon, that’s a reason (laughs)! Any 
time you take Energy out of a deck, you 


leave yourself open to getting hosed by 
Energy Removal and your guys getting 
Knocked Out. | think the usual approach 
is this: If you want to put in 4 Energy 
Searches, you take out 2 Energy and 
two other things. That way you balance 
the risk. 


the best Pokémon in the 
can't do much without the 


th Grass and Lightning Energy, 
lecide how much of each kind 
to use. If they don’t get the balance right, 
they won’t have enough of the right type of 
Energy to power their Pokémon. 

Tom: We should swing toward Lightning, 
because we have two attacks that need 4 
Lightning. What else do we need to worry 
about? If Muk ever actually attacks, it 
needs 3 Energy. 

Kevin: And Koffing needs 2. 

Tom: We should probably change it to 14 
Lightning, 10 Grass. If you find yourself 
not drawing your Grass, use an Energy 

5 ; 


: Take a final look 


e got a new deck, it’s a good 
sure it matches your theme. 
bout your deck’s weak points. 
going with a Bench-hosing 

ith Pikachu/Raichu, 
Magnamite/Magneton, and 
Koffing/Weezing. We needed a few more 
Pokémon in addition, so we went with 
Grimer/Muk just because... 

Kevin: Because that (points to Muk) 
is...just...really...good. 

Tom: Especially when you just don’t care 
about Pokémon Powers. 

Kevin: As things stand, this deck has a 
Weakness-to-Fighting problem. 

Tom: That’s why you'd put Zapdos in. It 
has Resistance to 
Fighting. If you face a lot 
of Fighting decks, defi- 
nitely put in Zapdos in 
place of Magnemite 
and Magneton. 7] 


Also, 


Starter Term 


HOSER 


Taken from 


3 Magnemite 2 Potion 
ee penne 1 Magneton (Fossil) 3 Energy Retrieval 3 Pokémon Center 
1 Muk 3 Bill 
4 Pikachu (Jungle) _— 1 Professor Oak 10 Grass Energy 
3 Grimer 2 Raichu (Fossil) 3 Energy Search 14 Lightning Energy 
4 Koffing 2 Weezing 1 Lass LYvoumye Gor: @ 
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a are Vallon 215, 1303 
TIME: 00:13 - Midnight 


Vea 
Linde 

An offensive-minded 
player who employs a 
speedy mono-color 
deck, Linde aims for a 
fast, turn-five takedown 
with a swarm of 
creatures and several 
creature enchant-ments 
to add punch. 


The undispute 
champion of the world 
Budde is a cunning 
competitor whose fast 
mana generation 
allows him to bludgeon 
opponents with a salvo 
of big creatures. 


Jacok 

niem 
A perennial powerhouse w 
prefers board control, Slemr be 
wielded a mono-color deck 
heavy on discard effects an 
several ways to knock ou 
opponent’s permanents. 
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around wee 


in, Pillage: 
Rain, e Riders- 
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Wasteland, a” 


eck that contains 


A green da buen mana 
6 eatures—24 of whic 
26 cr 


_ Four 
or less them up- 


Ablack deck that achieves 


Rats, 
: : Ravenous 
tage with 1s 
card see pn Cursed Scrolls, 
puress;, 


a Phyrexian 
Powder Kegs, a™ ment 0 


f control. 


we 
y is 

ue Fin 
An aggressive 
contender who comes 
out swinging, Le Pine 
uses fast- attack 
creatures and land 
destruction to push 
opponents into a 
defensive position— 
and seals the deal 
with direct damage. 


Your attention, please! 


In the center ring you see four Magic: The 
Gatheringo players of profound puissance. These 
consummate competitors attained the highest 
echelon of glory at the 1999 World 
Championships. 

Match the player to the deck he used in this 
international competition and you could win! 

Check the deck writeups and player bios for 
all the clues you need. Good luck, Slugger. 

<Ding> <Ding> 


Grand Prize (1): One World Championship Official Playmat 
autographed by Kai Budde, two display boxes of Magic® booster 
packs (winner's choice, depending on availability—each box 
contains 36 packs), all four World Champ decks, one Magic 
Interactive Encyclopedia CD-ROM, one exclusive World 
Championship promotional card, and one World Championship 
poster. Approximate retail value: $450. 


First Prize (10): Two random World Champ decks, ten Magic 
booster packs (winner's choice, depending on availability), one 
exclusive World Championship promotional card, and one World 
Championship poster. Approximate retail value: $160. 


Second Prize (20): One random World Champ deck, five 
Magic booster packs (winner's choice, depending on availability), 
one exclusive World Championship promotional card, and one 
World Championship poster. Approximate retail 
value: $130. 


All online submissions must be received 
by December 30, 1999 to be grr 
eligible to win. NPE oe 


Enter online at: \ 
Catch the action on ESPN2. 


October 23, 1:00 a.m. EDT/10:00 p.m. PDT 
November 24, 1:00 a.m. EST/10:00 p.m. PST 
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BY TEEUWYNN Deck Ideas That Yog Gan Use! 


TRADING CARD GAME 


Pokémon 


o you've finally got your 
hands on some Fossil cards. 
Congratulations! But what kind of 
decks are you going to build? Here are 
two fun ideas for decks using cards from Fossil, as well as 
cards from the jungle set and the Pokémon TCG Base Set. 
Remember, if you like either of these decks, you can try 
changing them a little bit to see if you can make them even better! 


NOWH Bie 
TO HIDE 


Starrin 


Pikachu an 


Pokemon (21) 

4 Doduo 

1 Electabuzz 

3 Farfetch’d 

4 Magnemite 

2 Magneton (Fossil version) 
4 Pikachu (Jungle version) 
2 Raichu (Fossil version) 

1 Zapdos (Fossil version) 


aichu 


“NOWHERE TO HIDE” 
What’s It About? 


“Nowhere to Hide” stars the Fossil version of 
Raichu and the Jungle Pikachu. With this 


TRAINERS (15) deck, the object is to hurt your opponent’s 


3 Bill Benched Pokémon as well as his or her 

1 Computer Search Active Pokémon. That way, even if your oppo- 
2 Defender nent retreats damaged Pokémon, you can 

3 Gust of Wind still Knock Out those Pokémon! A number of 
2 Professor Oak Lightning Pokémon in Jungle and Fossil let 

1 Scoop Up you damage your opponent’s Benched 


1 Super Energy Removal 
2 Super Potion 


Pokémon. Let’s take a look at some of them. 
Both Pikachu’s Spark attack and Raichu’s 
Gigashock attack let you do damage to your 
opponent’s Benched Pokémon. Even better, you 
still get to hurt your opponent’s Active Pokémon! 
Zapdos’s Thunderstorm attack is expensive 
(@@@®), but it does 40 damage to the Pokémon 
it’s fighting, with a chance of doing 20 
damage to each of your opponent’s Benched 
Pokémon. That's a lot of damage. Try to 
je» keep Zapdos on your Bench until 
you've got 4 Lightning Energy on it. 
Magneton’s Selfdestruct attack also 
costs ®@®@@®, but it can take out a lot 
of Pokémon when it blows up. You 
have to be careful when you use 
Magneton! Selfdestruct does 20 
damage to all Benched 
Pokémon—even your own. 


Enercy (24) 
3 Double Colorless Energy 
21 Lightning Energy 


Playing “NOWHERE 
TO HIDE” 


When you play “Nowhere to Hide,” you 
want to use your Colorless Pokémon 
Farfetch’d and Doduo to do some early 
damage. Attach the Double Colorless 
Energy to Farfetch’d so you can use its Pot 
Smash attack as soon as possible. These 
two Pokémon are also very important if 
your opponent is playing a Fighting deck, 
because most of your Lightning Pokémon 
are weak to Fighting Pokémon. 

Once you get 2 Lightning Energy on 
Pikachu, you can move it into the arena so 
you can start doing damage to your oppo- 
nent’s Benched Pokémon. As soon as you can 
get 4 Energy on a Pikachu, you want to 
evolve it into Raichu and really start doing 
some damage! 

Try to keep Zapdos and Magneton on your 
Bench until you’ve got 4 Energy on them. 
Remember, Pokémon can’t attack unless they 
have enough Energy. 

Use Bill and Professor Oak to draw 
cards. Gust of Wind enables you to blow 
your opponent’s Pokémon into the arena 
even faster. Defender and Super Potion 
help keep your Pokémon alive. Use 
Computer Search to get Raichu, Zapdos, or 
Magneton if you don’t have a big Pokémon 
in your hand. 


What’s It About? 

“Things That Go Bump in the Night” is all 
about keeping your opponent’s Pokémon 
Asleep or Paralyzed while you peck away at 
them with small attacks. This deck also has 
a lot of Energy Removal to keep your oppo- 
nent’s Pokémon helpless “in the dark.” 


Playing “THINGS THAT 
GO BUMP IN THE NIGHT” 


The object of “Things That Go Bump in 
the Night” is to keep your opponent’s 


Pokémon helpless. You can use 
Gastly, Grimer, or Venonat to 
Paralyze Pokémon early in the 
y¥ game. You can also use Ditto to 
mimic your opponent’s Pokémon if 
it’s got good powers or is very tough. 


ent’ 


As soon as possible, you want to evolve 
Gastly into Haunter, because not only does 
Haunter put Pokémon to Sleep, it also gets 
a chance to avoid damage every time it’s 
attacked! Haunter doesn’t do much dam- 
age, but it can give you enough time to 
have a Haunter evolve into Gengar. If you 
can get Gengar out on your Bench, you can 
use its Pokémon Power: Curse to move 
damage counters from one of your oppo- 
nent’s Pokémon to another. This means you 
can Knock Out hurt Pokémon on the Bench. 

Any time you draw one of your Energy 
Removals, you want to use it as soon as 
possible. If you can keep your opponent’s 
Pokémon low on Energy, there’s no way 
they'll Knock Out your Pokémon. If you’re 
running low on Energy, you can use Gastly’s 
Energy Conversion attack to get Energy from 
your discard pile. Energy Search can also 
help you get Energy when you need it. 7} 


mon helples. 


Starring: 


4 Ditto 

4 Gastly (Fossil version) 
2 Gengar 

4 Grimer 

3 Haunter (Fossil version) 
3 Venonat 


2 Bill 

2 Computer Search 

4 Energy Removal 

4 Energy Search 

1 Pokémon Breeder 

1 Potion 

3 Professor Oak 

3 Super Energy Removal 


7 Grass Energy 
13 Psychic Energy 


~ N / asl A 
How | Made “ 7 ay 
When I was looking through the Fossil cards, | saw that there are a lot of spooky and =% f . 
slimy Pokémon in the set. So | decided to make a scary, gross-out Pokémon deck. id \ Vie 
After that, making the deck was pretty easy. | just looked at all the slimy or ghostly Fe O°, 
Pokémon and picked my favorites. Psychic and Grass had the ickiest Pokémon. “RENTS 


| decided to go with an Energy Removal theme because if you remove your oppo- 
nent’s Energy, you’re “keeping them in the dark.” Everyone knows spooky creatures 
like the dark! 

After testing the deck, | added some more card drawing (with BILL and 
PROFESSOR OAK) and some searching, so I can go get GENGAR and HAUNTER. 
Then the deck was ready! 


2 


BI VERY Some Powerful Combinatio 


™ TRADING CARD GAME § 


Weezing 
Evolution Stages that 
gain a new Fossil link 


Dratini and Dragonair 
get 


Gastly and Haunter 


_. /Kabutops _ Try sending Slowpoke on a scavenger hunt 
for Super Energy Removal. Here’s how it 
-.\. [/Omastar works: During your turn, play Super Energy 
Removal (preferably on your opponent’s most 
AUK threatening Pokémon). Then use Slowpoke’s 
‘Brbok Scavenge attack to get Super Energy 
Removal out of your discard pile. Do the 
Cioyster same thing every turn, and you will have 
stripped your opponent of Energy—and 
‘Golhnt | ; Se Sie a8 
you're probably driving him or her nuts! 
Goduck Why is this a good trick? After all, you’re 
discarding Psychic Energy from Slowpoke to 
1 1Gotem use Scavenge and losing two Energy cards a 
Whalar turn, just like your opponent. But you have a 
huge advantage, because you get to make all 
Seer the choices. You can leave your opponent’s 
Stowhrs most dangerous Pokémon without Energy, 
but still keep your own threats powered up. 
‘Tentacmat Best of all, you get to decide when the 
Energy drought will end, not your opponent. 
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] h 
usually truéfor Pokémon cards! Professor. Noonan has some interesting 


Pokémon you'll ere’s.a saying that goes “Two heads are better than one.” The same is 
be able to for 
the first time | discoveries about which Pokémon combine well 
| take a look at some of the tricks that Pokémon love to do! 
Hypno | 
Sandslash 


ei Wih You Games! 


with others. Let's 


Mysterious Fossil Tricks 
Think of Mysterious Fossil as a 
Clefairy Doll that can evolve. At only 
10 Hit Points and no attacks, it’s the 
weakest Pokémon out there. But if 
you make it your Active Pokémon, 
you've bought yourself another turn. 
It'll probably take your opponent a 
turn to Knock Out Mysterious Fossil, 
and he or she won't get to take a Prize 
card for doing so. You can use that turn 
to build up a new, strong Pokémon to 
take Mysterious Fossil’s place. 
Remember how Eevee in the Jungle 
set could Evolve into Flareon, Jolteon, 
and Vaporeon? Mysterious Fossil can do 
that kind of trick too. There are three 
branches on Mysterious Fossil’s family 
tree: Aerodactyl (a Fighting Pokémon), 
Omanyte/Omastar (Water Pokémon), and 
Kabuto/Kabutops (Fighting Pokémon). So 
you could load up on the Mysterious Fossils 
and use them in a Fighting/Water deck. Best 
of all, Aerodactyl and Kabuto have attacks 
powered by Colorless Energy, so they’re 
flexible in a two-color deck. 

One last trick: 
Remember, Mysterious 
Fossil is technically a 
Trainer card (see, it 
even says “Trainer” 
on top). That means 
you can grab it out of 
your discard pile 
with Slowpoke’s 
Scavenge Attack or 
the Item Finder 
Trainer Card. 


Evolution Tricks 

There are 42 Pokémon in Fossil, and 24 of 
them are Stage 1 or Stage 2 Pokémon— 
more than half! (Jungle had 25 out of 47, 
and the Base Set had 30 out of 69.) For 
the first time ever, half the Pokémon out 
there are Stage 1 or Stage 2! So Evolution 
will be more important than ever. 

You can use this knowledge in a couple 
of ways. First of all, you can bet that your 
opponents will be playing with all those 
evolved Pokémon. Try using Aerodactyl to 
shut your opponent down. Evolve as 
many of your own Pokémon as you can, 
then use Aerodactyl’s Prehistoric Power to 
forbid further Evolution cards. Your oppo- 
nent will soon have a hand full of cards 
he or she can’t use. 

Or instead of trying to keep your oppo- 
nent from evolving his or her Pokémon, you 
can try to evolve even faster! Poké Ball 
(from Jungle) can get you the Evolution 
cards you need, and Pokémon Breeder 
(from the Base Set) can let you skip Stage 1 
completely. You can turn that Gastly (a 
Basic Pokémon) into Gengar (a Stage 2 
Pokémon) instantly. 


Something Old, 

Something New 

The Fossil set also has six “repeat” 
Pokémon—Pokémon that have the same 
name as Pokémon in previous sets. But be 
careful! If you look closely, you'll see that 
they aren’t quite the same. 

Fossil Gastly: Has 20 more Hit Points 
and a 10-Damage attack that sometimes 
Paralyzes the Defending Pokémon. Its sec- 
ond attack, Energy Conversion, requires 
@@ and lets you take two Energy cards 
from your discard pile into your hand. 

Which Gastly should | use? It’s better to 
Paralyze than to put to Sleep, plus the 
Fossil Gastly can deal damage. Unless 
you’re absolutely sure you’ll use the Base 
Set Gastly’s Destiny Bond power, the 
Fossil Gastly is better. 

Fossil Haunter: Has 10 fewer Hit Points, 
a new Pokémon Power (Transparency), no 
Retreat Cost, and just one attack, 
Nightmare, which does 10 Damage and 
puts the Defending Pokémon to Sleep. 

It doesn’t have the Hypnosis or Dream 
Eater attacks. 

Which Haunter should | use? The Fossil 
Haunter is a lot more durable thanks to 
Transparency, and if it gets into trouble, 
you can retreat it for free. The Base Set 
Haunter has a terrific Dream Eater attack; 
but you'll have to keep the Defending 
Pokémon Asleep through 2 coin flips to 
make it work. How lucky are you? 

Fossil Magneton: Has 20 more Hit 
Points, two new attacks, and a more 
expensive Retreat Cost of ®@®. Sonicboom 
requires ®@ and does 20 damage, and its 
100-damage Selfdestruct needs @@@®. 

Which Magneton should | use? The 
Base Set Magneton is probably better in 
two-color decks because its Selfdestruct 
requires @@@®@, not @@@@. But the 
Fossil Magneton is a little tougher, and it 

can attack a turn earlier, so it might 
be better in an all-Lightning deck. 
Fossil Raichu: Has 10 more 
\ Hit Points and just one 


eet 


attack. Gigashock costs ®®@@@ and does 
30 damage to the Defending Pokémon 
and 10 damage to each of 3 Benched 
Pokémon. 

Which Raichu should | use? The Base 
Set Raichu offers an Agility attack and a 
60-damage Thunder attack, so it’s nastier 
in a one-on-one fight. Only pick the Fossil 
Raichu if you're building a deck that 
attacks Benched Pokémon. 

Fossil Zapdos: Has 10 fewer Hit Points 
and a cheaper Retreat Cost of @@. Its 
Thunderstorm attackdoes 40 damage to 
the Defending Pokémon and 20 damage to 
each of your opponent’s Benched 
Pokémon if you flip a coin and get heads. 
You flip for each Benched Pokémon sepa- 
rately, and Zapdos takes 10 damage for 
each tails. 

Which Zapdos should | use? The Fossil 
Zapdos is definitely the better choice if 
you're thinking about Bench attacks— 
especially late in the game—Zapdos can 
win the match for you. But the base set 
Zapdos can deal 100 damage in one blow, 
so it’s a better “giant-killer.” 

Fossil Magmar: Has 20 more Hit 
Points, a cheaper Retreat Cost, and two 
new atiacks. Smokescreen does 10 dam- 
age and might prevent your opponent 
from attacking next turn and Smog does 
20 damage and might Poison the 
Defending Pokémon. 

Which Magmar should | use? Depends 
on your strategy—the Fossil 
Magmar is much more defensive 
and the Base Set Magmar is 

much more aggressive. The Fossil 
one will survive much longer as your 
Active Pokémon, but the Base Set 
Magmar will dish out much more 
damage while it’s there. 
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One winner from each age group will win: 
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A one-year subscription to 7opDeck magazine. . 
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; 1-4 r 
. ikachu Shocks Back ; 
F Blectric Pikachu Boogaloo 1-2 - 
The first five Viz videos: sank 
r I Choose You, Pikachu! 2 

. The Mystery of Mt. Moon 
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_ POKEMON PUZZLES 
BYE M « var Py ee 


iS | 
ad batch See hee 


our friend Dan challenged 
you to a Pokémon trading 
card game battle using his 


Alakazam/Damage-Swapping deck. 


You were excited to get a chance to 
try out your new Ditto deck. Dan’s 
been able to avoid most of your 
attacks. He has one Prize left to 
collect to win the game. It’s the 
beginning of your turn and you’ve 
already drawn your card. Can you 
Knock Out 3 of Dan’s Pokémon this 
turn without Knocking Out any of 
your own? 

There are a few things you need to 
remember. Dan’s Chansey can’t be 
damaged this turn because it 
Scrunched last turn and got heads 
on the coin flip. Your Active 
Pokémon is copying Dan’s Active 
Pokémon, so it has 120 HP. If you 
retreat it, Ditto will be Knocked 
Out because it will only have 

50 HP on your Bench. Finally, 
remember to draw your Prize 

each time you Knock Out 1 of 
Dan’s Pokémon. See page 126 

for the answer. 


Dan’s Prizes (one left) 
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Dan’s Bench 


A Very Difficult Pokémon TCG Puzzle 


Dan’s Active — 
Pokémon ae 
(Can’t be. damaged © coporers ren 
this turn.) ® ® Double-edge 
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PokePuzzles 


Do the Hokey Pokémon 


Me Beeate Pokemon Cones 5, Wenghe 16 Be 


Thunderstorm 


Critical Thinking 


ids love puz- 

zles because 

puzzles give 
Your Active them the chance to com- 
Pokémon | pletely control the outcome 


(Copying Dan’s 
Active Pokémon) 


of a situation. However, if a puzzle is 
too hard, the lack of control he or she 
feels can frustrate your child. | recom- 
mend you solve these puzzles first 
(it’s okay to look at the answers) so 
you can help your child master them. 
But resist the temptation to help too 
much, Puzzles are great ways to 
teach children how to think logically 
and solve problems step by step. 
Plus, solving a puzzle can give a kid a 
huge ego boost, which helps build 
self-esteem. 


Your Prizes (three left) 
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your Pokémon. 


Benched Pokémon and switch it 
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Discard | Energy ¢ 
£0 | of your own 


ve 


“Choose 1 of your a7 in 
and return its ae 
ached to 


Your Hand 


DECEMBER 1999 © 4&7 


BY TEEUWYNN 


ax 
2 


tenth birthday and you a | alle n for a Poké ad 

nd your way from Pallet ermili i he maze below? You 
all four other cities (Saffro 

d luck and don’t forget to c 


5 re 
Pp U 


. SINAS — O JS \Ge 


V I 


iN 


a Len 


erry 


TOPDECK 


: t’s hard to catch Pokémon if you can’t find them. Can you figure out 
the names of all 15 Pokémon hidden above? 


DECEMBER 1999 49 


0:°:S'° Ei. Are 


° 
< 
= 
= 
° 
r=) 
a 


may cross each other. 
DU 


émon may be hiding eit 
S 
E 
U 


ord search below. 
rtically, horizontally, 
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DRAGONITE 
GEODUDE 
GOLDUCK 
GRAVELER 
MAGMAR 
MAGNETON 
MOLTRES 
PSYDUCK 
SANDSLASH 
SHELDDER 
SLOWPOKE 
TOPDECK 
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the arrow is facing the top 
of the page. i 

We've already copied 
square number 30 for you. 
See how we copied the 
lines in the number 30 
square and turned it so 
that the arrow was facing 
up? Now all you have to do 
is copy the rest of the 
pieces and you'll catch the 
Pokémon. 


| 


POKEMON PUZZLES 


BY DANEEN MCDERMOTT A Hard Quiz/An Easy Dot-to-Dot 


TRADING CARD GAME 


hen you begin training to become a Pokémon 

Master, you get a Pokédex. Your Pokédex helps you 

answer questions like the ones below. Do you need 
a Pokédex? Try these questions to see. 


4 Which is the longest Pokémon? 7 There is one Energy type that no Pokémon in the Fossil set 


has a Weakness to. What is that Energy type? 


2 Which three Stage 1 Fossil Pokémon have no Basio.stage? 
S Which three Energy types can Pokémon have Resistance to? 


3 Which six Fossil Pokémon are versions of Base Set Pokémon? 
Most Fire Pokémon have a Weakness to Water Pokémon. 


Which Fossil Fire Pokémon isn’t weak against Water Pokémon? 


4 Which three Stage 1 Pokémon, found only in the Fossil set, 


evolve from Basic Pokémon found only in the Base Set? 
Most Grass Pokémon have a Weakness to Fire. But all Fossil 


Grass Pokémon have a Weakness to a different Energy type. 
Which Stage 2 Pokémon, found only in the Fossil set, What is that Energy type? 
evolves from a Stage 1 Pokémon only found in the Base Set? 


441 Most Fighting Pokémon have a Weakness to Grass. Which Fossil 


6 Which Fossil Pokémon has the highestRetreat Cost? Fighting Pokémon doesn’t have a Weakness to Grass Pokémon? 


hen you're digging up 

fossils, you don’t 

always have all the 
pieces. Can you connect the dots 
below to figure out which Fossil 
Pokémon you have found? 
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POKEMON PUZZLES 


BY DANEEN MCDERMOTT crm. A Hard Kriss-Kross 


hen digging for Pokémon fossils, Professor 
Oak came across this strange skeleton. Can : 
you help him figure out how each Fossil 
: Pokémon fits into the squares below? If you need help, 
the outlined Pokémon can be found on page 50. 
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54 TOPDECK 


Do you play the Magic: The Gathering’ >» 
trading card game? 
Are you 15 years old or younger? 


Then step right up to the Junior Super Series Challenge. 
Nobody leaves empty-handed. 


You get a special foil-stamped card just for playing in 
one of the 200 nationwide Challenges. And top 
players compete for great prizes like free Magic” 
‘\. product fora yearanda shot at the Super Series 
Championship, not to mention $250,000 in 
N eeeerscnolerships 


Challenge 
near you, check out 
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The Sci-fi Community of the Future 


Let's face it, life on Earth can get a little rough sometimes. You don't just get a glimpse of the future in Cybertown, yt 
‘ also become part of the adventure and all for free! 

You owe it to yourself to check out Cybertown - if only for a 

.vacation from the daily grind of Earth. JOIN NOW! Experience the future at: 


In Cybertown you create your own life, choose your name http://www.cybertown.com 


and how you want to look. You pick your own customizable 
3D virtual reality home with chat and furniture. You can get Produced by ( blaxxun 
a job if you want one and you can even have a virtual pet! interactive 


- FREE 30VR HOMES - VIRTUAL JOBS / MONEY - GREAT FRIENDS - PERSONAL CHAT ROOM - CLUBS - FREE AVATARS - VOICE CHAT - GAME 


Win $5,000 in prizes in our Great Adventure Quest! { 


* Holofoil 
* Rare 

@ Uncommon 
@ Common 
@ Base Set 
® jungle 


®& Promotional Card 


Double Colorless Energy 
Provides ®@ energy. Doesn’t count 
as a basic Energy card. 96/1020% 


Chansey 120 HP® 

Basic Pokémon 

Egg Pokémon. Length: 3’ 7”, Weight: 

76 lbs. 

w: @ R: @ -30 RC: ® 

@® Scrunch Flip a coin. If heads, 

prevent all damage done to Chansey 

during your opponent’s next turn. 

(Any other effects of attacks still 

happen.) 

*®®® Double-edge Chansey does 

80 damage to itself. Damage: 80 

A rare and elusive Pokémon that is 

said to bring happiness to those 

who manage to catch it. LV. 55 #113 
3/102%e 


Clefairy 

Basic Pokémon 
Fairy Pokémon. Length: 2’ 0”, 
Weight: 17 |bs. 

w: @ R: @ -30 RC: @ 
® Sing Flip a coin. If heads, the 
Defending Pokémon is now Asleep. 
®®® Metronome Choose 1 of the 
Defending Pokémon’s attacks. 
Metronome copies that attack 
except for its Energy costs and any- 
thing else required in order to use 


40 HP® 


that attack, such as discarding 
Energy cards. (No matter what type 
the Defending Pokémon is, 
Clefairy’s type is still Colorless.) 

Its magical and cute appeal has many 
admirers. It is rare and found only in 
certain areas. LV. 14 #35 5/102*-* 


Clefable 70 HP® 
STAGE 1 (Evolves from Clefairy) 
Fairy Pokémon. Length: 4’ 3”, 
Weight: 88 Ibs. 
w: @ R: @ -30 RC: @@ 
@® Metronome Choose 1 of the 
Defending Pokémon’s attacks. 
Metronome copies that attack 
except for its Energy costs and any- 
thing else required in order to use 
that attack, such as discarding 
Energy cards. (No matter what type 
the Defending Pokémon is, 
Clefable’s type is still Colorless.) 
@® Minimize All damage done by 
attacks to Clefable during your oppo- 
nent’s next turn is reduced by 20 (after 
applying Weakness and Resistance). 
A timid Fairy Pokémon that is rarely 
seen. It will run and hide the 
moment it senses people. LV. 34 #36 
1/64%, 17/64%% 


Doduo 

Basic Pokémon 
Twin Bird Pokémon. Length: 4’ 7”, 
Weight: 86 Ibs. 

W: @ R: @ -30 RC: — 
® Fury Attack Flip 2 coins. This 
attack does 10 damage times the 
number of heads. Damage: 10x 

A bird that makes up for its poor flying 
with its fast foot speed. Leaves giant 
footprints. LV. 10 #84 = 48 /102@-W 


50 HP® 


Dodrio 70 HP® 
STAGE 1 (Evolves from Doduo) 
Triplebird Pokémon. Length: 5’ 12”, 
Weight: 188 Ibs. 

W: @ R: @ -30 RC: — 
Pokémon Power: Retreat Aid As long 


- Player’s Guide 


as Dodrio is Benched, pay @ less to 
retreat your Active Pokémon. 
@@® Rage Does 10 damage plus 10 
more damage for each damage 
counter on Dodrio. Damage: 10+ 
Uses its three brains to execute com- 
plex plans. While two heads sleep, 
one head stays awake. LV. 28 #85 
34/6408 


Dratini 

Basic Pokémon 
Dragon Pokémon. Length: 5’ 11”, 
Weight: 7 lbs. 

W: — R: @ -30 

® Pound Damage: 10 

Long considered a mythical 
Pokémon until recently, when a 
small colony was found living under- 
water. LV. 10 #147 26/1020-% 


40 HP® 


RC: @ 


Dragonair 80 HP® 


STAGE 1 (Evolves from Dratini) 
Dragon Pokémon. Length: 13’ 1”, 
Weight: 36 lbs. 


Ww: — R: @ -30 RC: @® 
@@® Slam Flip 2 coins. This attack 
does 30 damage times the number 
of heads. Damage: 30x 
@@®® Hyper Beam If the Defending 
Pokémon has any Energy cards 
attached to it, choose 1 of them and 
discard it. Damage: 20 
A mystical Pokémon that exudes a 
gentle aura. Has the ability to change 
climate conditions. LV. 33 #148 
18/102%- 
Eevee 50 HP® 
Basic Pokémon 
Evolution Pokémon. Length: 1’0”, 


Weight: 14 lbs. 
Ww: ® R: @ -30 RC: @ 
® Tail Wag Flip a coin. If heads, the 
Defending Pokémon can’t attack 
Eevee during your opponent’s next 
turn. (Benching either Pokémon 
ends this effect.) 
@®® Quick Attack Flip a coin. If 
heads, this attack does 10 damage 
plus 20 more damage; if tails, this 
attack does 10 damage. Damage: 10+ 
Its genetic code is irregular. It may 
mutate if it is exposed to radiation 
from elemental stones. LV. 12 #133 
51/64@e 


Farfetch’d 
Basic Pokémon 
Wild Duck Pokémon. Length: 2’ 7”, 
Weight: 33 lbs. 

Ww: @ R: @-30 RC: © 
® Leek Slap Flip a coin. If tails, this 
attack does nothing. Either way, you 
can’t use this attack again as long as 
Farfetch’d stays in play (even putting 
Farfetch’d on the Bench won’ t let 
you use it again). Damage: 30 

@@® Pot Smash Damage: 30 

The sprig of green onions it holds is 
its weapon. This sprig is used much like 
a metal sword. LV. 20 #83 27/1020 


Jigglypuff 

Basic Pokémon 

Balloon Pokémon. Length: 1’ 8”, 

Weight: 12 Ibs. 

Ww: ® R: @-30 RC: @ 

® Lullaby The Defending Pokémon 

is now Asleep. 

@® Pound Damage: 20 

When its huge eyes light up, it sings 

a mysteriously soothing melody that 

lulls its enemies to sleep. LV. 14 #39 
54/64 


60 HP® 


Wigglytuff 80 HP® 
STAGE 1 (Evolves from Jigglytuff) 


" 


Balloon Pokémon. Length: 3’ 3”, 
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Weight: 26 lbs. 

w: ® R: @ -30 RC: @® 

® Lullaby The Defending Pokémon 

is now Asleep. 

@@®® Do the Wave Does 10 damage 

plus 10 more damage for each of your 

Benched Pokémon. Damage: 10+ 

The body is soft and rubbery. When 

angered, it will suck in air and inflate 

itself to an enormous size. LV. 36 #40 
16/64 *,32/64%% 


Kangaskhan go HP® 
Basic Pokémon 

Parent Pokémon. Length: 7’ 3”, 
Weight: 176 lbs. 

w: @ R: @-30 RC: G@® 
® Fetch Draw a card. 

@@@® Comet Punch Flip 4 coins. 


This attack does 20 damage times 
the number of heads. Damage: 20x 
The infant rarely ventures out of its 
mother’s protective pouch until it is 
three years old. LV. 40 #115 

5/64%, 21/64 %%& 


Lickitung go HP® 
Basic Pokémon 

Licking Pokémon. Length: 3° 11”, 
Weight: 144 lbs. 

Ww: ® R: @ -30 RC: @@® 


® Tongue Wrap Flip a coin. If heads, 
the Defending Pokémon is now 
Paralyzed. Damage: 10 

@® Supersonic Flip a coin. If heads, 
the Defending Pokémon is now 
Confused. 

Its tongue can be extended like a 
chameleon’s. It leaves a stinging 
sensation when it licks enemies. LV. 


26 #108 38/6408 
Meowth 50 HP® 
Basic Pokémon 

Scratch Cat Pokémon. Length: 1’ 4”, 
Weight: 9 lbs. 

w: @ R: @-30 RC: ® 


@@® Pay Day Flip a coin. If heads, 

draw a card. Damage: 10 

Adores circular objects. Wanders the 

streets on a nightly basis to look for 

dropped loose change. LV. 15 #52 
56/64 


Persian 7o HP® 
STAGE 1 (Evolves from Meowth) 
Classy Cat Pokémon. Length: 3’ 3”, 
Weight: 71 lbs. 

w: @ R: @ -30 

@@ Scratch Damage: 20 
@@® Pounce If the Defending 
Pokémon attacks Persian during your 
opponent’s next turn, any damage 
done by the attack is reduced by 10 
(after applying Weakness and 
Resistance). (Benching either Pokémon 
ends this effect.) Damage: 30 
Although its fur has many admirers, 
it is tough to raise as a pet because 
of its fickle meanness. LV. 25 #53 


RC: — 


42/640% 
Pidgey 40 HP® 
Basic Pokémon 
TOPDECK 


Tiny Bird Pokémon. Length: 1’ 0”, 
Weight: 4 lbs. 
Ww: ® R: ® -30 RC: ® 
@® Whirlwind If your opponent has 
any Benched Pokémon, he or she 
chooses 1 of them and switches it 
with the Defending Pokémon. (Do 
the damage before switching the 
Pokémon.) Damage: 10 
A common sight in forests and woods. 
It flaps its wings at ground level to 
kick up blinding sand. LV. 8 #16 
57/10208 


Pidgeotto 60 HP® 
STAGE 1 (Evolves from Pidgey) 

Bird Pokémon. Length: 3’ 7”, Weight: 
66 Ibs. 

Ww: ® R: ® -30 RC: ® 
@® Whirlwind If your opponent has 
any Benched Pokémon, he or she 
chooses 1 of them and switches it 
with the Defending Pokémon. (Do 
the damage before switching the 
Pokémon.) Damage: 20 

@@® Mirror Move If Pidgeotto was 
attacked last turn, do the final result 
of that attack on Pidgeotto to the 
Defending Pokémon. 

Very protective of its sprawling territo- 
ry, this Pokémon will fiercely peck at 
any intruder. LV. 36 #17. 22/102**# 


Pidgeot 
STAGE 2 (Evolves from Pidgeotto) 
Bird Pokémon. Length: 3’ 7”, Weight: 
66 lbs. 
Ww: ® 


R: @ -30 RC: — 
@® Wing Attack Damage: 20 

@@® Hurricane Unless this attack 
Knocks Out the Defending Pokémon, 
return the Defending Pokémon and 
all cards attached to it to your oppo- 
nent’s hand. Damage: 30 

When hunting, it skims the surface 
of water at high speed to pick off 
unwary prey such as Magikarp. LV. 


40 #18 8/64%, 24/64 % 
Porygon 30 HP® 
Basic Pokémon 

Virtual Pokémon. Length: 2’ 7”, 
Weight: 80 Ibs. 

w: @ R: @ -30 RC: ® 


® Conversion 1 If the Defending 
Pokémon has a Weakness, you may 
change it to a type of your choice 
other than Colorless. 
@@ Conversion 2 Change Porygon’s 
Resistance to a type of your choice 
other than Colorless. 
A Pokémon that consists entirely of 
programming code. Capable of mov- 
ing freely in cyberspace. LV. 12 #137 
39/1020 


Rattata 

Basic Pokémon 

Rat Pokémon. Length: 1’ 0”, Weight: 

8 lbs. 

Ww: @ R: @-30 

® Bite Damage: 20 

Bites anything when it attacks. 

Small and very quick, it isa common 

sight in many places. LV. 9 #19 
61/1020 


30 HP® 


RC: — 


Raticate 60 HP® 


STAGE 1 (Evolves from Rattata) 
Rat Pokémon. Length: 2’ 4”, Weight: 


41 lbs. 

w: @ R: @-30 RC: ® 
® Bite Damage: 20 

@@® Super Fang Does damage to 


the Defending Pokémon equal to 
half the Defending Pokémon’s 
remaining HP (rounded up to the 
nearest 10). Damage: ? 

It uses its whiskers to maintain its 
balance. It seems to slow down if they 


are cut off. LV. 41 #20 40/1020 
Snorlax go HP® 
Basic Pokémon 


Sleeping Pokémon. Length: 6’ 11”, 
Weight: 1,014 lbs. 
w: @ R:@-30 =RC: @@@®@ 
Pokémon Power: Thick Skinned 
Snorlax can’t become Asleep, 
Confused, Paralyzed, or Poisoned. 
This power can’t be used if Snorlax is 
already Asleep, Confused, or Paralyzed. 
@@®® Body Slam Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 30 
Very lazy. Just eats and sleeps. As its 
rotund bulk builds, it becomes 
steadily more slothful. LV. 20 #143 
11/64%,27/64%% 


Spearow 50 HP® 
Basic Pokémon 

Tiny Bird Pokémon. Length: 1’ 0”, 
Weight: 4 lbs. 

Ww: ® R: ® -30 RC: — 


® Peck Damage: 10 

@@® Mirror Move If Spearow was 
attacked last turn, do the final result 
of that attack on Spearow to the 
Defending Pokémon. 

Eats bugs in grassy areas. It has to 
flap its short wings at high speed to 
stay airborne. LV. 13 #21 62/64@@ 


Fearow 7o HP® 
STAGE 1 (Evolves from Spearow) 
Beak Pokémon. Length: 3° 11”, 
Weight: 84 lbs. 
Ww: ® R: @ -30 RC: — 
@@® Agility Flip a coin. If heads, 
during your opponent's next turn, 
prevent all effects of attacks, includ- 
ing damage, done to Fearow. 
Damage: 20 
@@@® Drill Peck Damage: 40 
With its huge and magnificent 
wings, it can keep aloft without ever 
having to land for rest. LV. 27 #22 
36/640a 


SF 


Tauros 60 HP® 
Basic Pokémon 
Wild Bull Pokémon. Length: 4’ 7”, 
Weight: 195 lbs. 
w: @ R: @ -30 RC: @® 
@® Stomp Flip a coin. If heads, this 
attack does 20 damage plus 10 more 
damage; if tails, this attack does 20 
damage. Damage: 20+ 
@@® Rampage Does 20 damage 
plus 10 more damage for each dam- 
age counter on Tauros. Flip a coin. If 
tails, Tauros is now Confused (after 
doing damage). Damage: 20+ 
When it targets an enemy, it charges 
furiously while whipping its body 
with its long tails. LV. 32 #128 
47/6408 


Fighting Energy 

s 97/1020 
Cubone 40 HP® 
Basic Pokémon 

Lonely Pokémon. Length: 1’ 4”, 
Weight: 14 lbs. 

w: ® R: ® -30 RC: ® 


® Snivel If the Defending Pokémon 
attacks Cubone during your oppo- 
nent’s next turn, any damage done 
by the attack is reduced by 20 (after 
applying Weakness and Resistance). 
(Benching either Pokémon ends this 
effect.) 
@® Rage Does 10 damage plus 10 
more damage for each damage 
counter on Cubone. Damage: 10+ 
Because it never removes its skull 
helmet, no one has ever seen this 
Pokémon’s real face. LV. 13 #104 
50/64@a 


Marowak 60 HP® 
STAGE 1 (Evolves from Cubone) 
Bonekeeper Pokémon. Length: 3’ 3”, 
Weight: 99 lbs. 

w: @ R: ® -30 RC: ® 
@® Bonemerang Flip 2 coins. This 
attack does 30 damage times the 
number of heads. Damage: 30x 
@®® Call for Friend Search your 
deck for a @ Basic Pokémon card 
and put it onto your Bench. Shuffle 
your deck afterward. (You can’t use 
this attack if your Bench is full.) 

The bone it holds is its key weapon. 
It throws the bone skillfully like a 
boomerang to K.O. targets. LV. 26 
#105 39/64oeu 


Diglett 

Basic Pokémon 
Mole Pokémon, Length: 0’ 8”, 
Weight: 2 Ibs. 

w: @ R: ® -30 

® Dig Damage: 10 

®® Mud Slap Damage: 30 
Lives about three feet underground, 
where it feeds on plant roots. It 


30 HP® 


RC: — 


sometimes appears above ground. 
LV. 8 #50 47/1028 


Dugtrio 7o HP® 
STAGE 1 (Evolves from Diglett) 
Mole Pokémon. Length: 2’ 4”, 
Weight: 73 lbs. 
Ww: ® R: ® -30 
@®® Slash Damage: 40 
®8@® Earthquake Does 10 damage 
to each of your own Benched 
Pokémon. (Don’t apply Weakness 
and Resistance for Benched 
Pokémon.) Damage: 70 
A team of Diglett triplets. It triggers 
huge earthquakes by burrowing 60 
miles underground. LV. 36 #51 
19/102%% 


RC: @@ 


Hitmonchan 
Basic Pokémon 
Punching Pokémon. Length: 4’ 7”, 
Weight: 111 Ibs. 

w: @ R: — 
® Jab Damage: 20 
@®®® Special Punch Damage: 40 
While seeming to do nothing, it fires 
punches in lightning-fast volleys 
that are impossible to see. LV. 33 
#107 7/102 %-% 


Machop 
Basic Pokémon 


Superpower Pokémon. Length: 2’ 7”, 
Weight: 43 lbs. 

w: @ R: — 

® Low Kick Damage: 20 
Loves to build its muscles. It trains 
in all styles of martial arts to 
become even stronger. LV. 20 #66 


70 HP® 


RC: @® 


RC: @ 


52/1020 
Machoke 80 HP® 
STAGE 1 (Evolves from Machop) 


Superpower Pokémon. Length: 4’ 
11”, Weight: 155 lbs. 
w: @ R: — RC: @@® 
@®@® Karate Chop Does 50 damage 
minus 10 damage for each damage 
counter on Machoke. Damage: 50- 
®@®® Submission Machoke does 
20 damage to itself. Damage: 60 
Its muscular body is so powerful that 
it must wear a power-save belt to 
help regulate its motions. LV. 40 #67 
34/1020 


Machamp 100 HP® 
STAGE 2 (Evolves from Machoke) 
Superpower Pokémon Length: 5’ 3”, 
Weight: 287 lbs. 

w: @ R: — RC: @@® 
Pokémon Power: Strikes Back 
Whenever your opponent's attack 
damages Machamp (even if 
Machamp is Knocked Out), this 
power does 10 damage to the attack- 
ing Pokémon. (Don’ t apply Weakness 
and Resistance.) This power can’t be 
used if Machamp is already Asleep, 
Confused, or Paralyzed when your 
opponent attacks. 

@®8® Seismic Toss Damage: 60 
Using its amazing muscles, it throws 


powerful punches that can knock its 
victim clear over the horizon. LV. 67 


#68 8/102%-6 
Mankey 30 HP® 
Basic Pokémon 

w: @ R: — RC: 


Pig Monkey Pokémon. Length: 1’ 8”, 
Weight: 62 lbs. 

Pokémon Power: Peek Once during 
your turn (before your attack), you 
may look at one of the following: the 
top card of either player’s deck, a 
random card from your opponent's 
hand, or one of either player’s Prizes. 
This power can’t be used if Mankey 
is Asleep, Confused, or Paralyzed. 

® Scratch Damage: 10 

Extremely quick to anger. It could be 
docile one moment, then thrashing 
away the next. LV.7 #56 55/64@ 


Primeape 70 HP® 
STAGE 1 (Evolves from Mankey) 
Pig Monkey Pokémon. Length: 3’ 3”, 
Weight: 71 lbs. 
w: @ R: — RC: ® 
®® Fury Swipes Flip 3 coins. This 
attack does 20 damage times the 
number of heads. Damage: 20x 
@®® Tantrum Flip a coin. If tails, 
Primeape is now Confused (after 
doing damage). Damage: 50 
Always furious and tenacious to boot. 
It will not abandon chasing its quarry 
until its quarry is caught. LV. 35 #57 
43/640 


Onix 

Basic Pokémon 
Rock Snake Pokémon. Length: 28’ 
10”, Weight: 463 lbs. 

w: @ R: — 

® Rock Throw Damage: 10 
®® Harden During your opponent’s 
next turn, whenever 30 or less dam- 
age is done to Onix (after applying 
Weakness and Resistance), prevent 
that damage. (Any other effects of 
attacks still happen.) 

As it grows, the stone portions of its 
body harden to become similar to a 
diamond, though colored black. LV. 


90 HP® 


RC: @@® 


12 #95 56/1020% 
Rhyhorn 7o HP® 
Basic Pokémon 

Spikes Pokémon. Length: 3’ 3”, 
Weight: 254 lbs. 

w: @ R: ® -30 RC: @@®@ 
® Leer Flip a coin. if heads, the 
Defending Pokémon can’t attack 
Rhyhorn during your opponent's 


next turn. (Benching either Pokémon 
ends this effect.) 


@®® Horn Attack Damage: 30 

Its massive bones are 1,000 times 
harder than human bones. It can 
easily knock a trailer flying. LV. 18 
61/64@a 


#111 


100 HP® 
STAGE 1 (Evolves from Rhyhorn) 

Drill Pokémon. Length: 6’ 3”, 
Weight: 265 lbs. 

w: @ R: ® -30 RC: @@® 
®®® Horn Attack Damage: 30 
@8@® Ram Rhydon does 20 dam- 
age to itself. If your opponent has any 
Benched Pokémon, he or she choos- 
es 1 of them and switches it with the 
Defending Pokémon.(Do the damage 
before switching the Pokémon. 
Switch the Pokémon even if Rhydon 
is Knocked Out.) Damage: 50 
Protected by an armor-like hide, it is 


capable of living in molten lava of 3600 
degrees. LV. 48 #112 45/640 
Sandshrew 40 HP® 
Basic Pokémon 

Mouse Pokémon. Length: 2’ 0”, 
Weight: 26 lbs. 

Ww: @ R: @ -30 RC: @ 


® Sand-attack If the Defending 
Pokémon tries to attack during your 
opponent's next turn, your opponent 
flips a coin. If tails, this attack does 
nothing. Damage: 10 

Burrows deep underground in arid 
locations far from water. It only 
emerges to hunt for food. LV. 12 #27 


62/102* 
© 

Fire Energy 
a 98/1020-8- 
Charmander 50 HP@ 
Basic Pokémon 
Lizard Pokémon. Length: 2’ 0”, 
Weight: 19 Ibs. 
w: © R: — RC: @ 


® Scratch Damage: 10 
@® Ember Discard 1 @ Energy card 
attached to Charmander in order to 
use this attack. Damage: 30 
Obviously prefers hot places. If it gets 
caught in the rain, steam is said to 
spout from the tip of its tail. LV. 10 #4 
46/10200 


Charmeleon 80 HP@ 
STAGE 1 (Evolves from Charmander) 
Flame Pokémon. Length: 3’ 7”, 
Weight: 42 lbs. 


w: © R: — RC: @ 
@@® Slash Damage: 30 
@@® Flamethrower Discard 1@ 


Energy card attached to Charmeleon in 
order to use this attack. Damage: 50 
When it swings its burning tail, it 
raises the temperature to unbearably 
high levels. LV. 32#5  24/1020% 


Charizard 120 HP® 
STAGE 2 (Evolves from Charmeleon) 
Flame Pokémon. Length: 5’ 7”, 
Weight: 200 lbs. 
w: © R: — RC: @@® 
Pokémon Power: Energy Burn As 
often as you like during your turn 
(before your attack), you may turn 
all Energy attached to Charizard into 
@ Energy for the rest of the turn. 
This power can’t be used if Charizard 
is Asleep, Confused, or Paralyzed. 
©6066 Fire Spin Discard 2 Energy 
cards attached to Charizard in order 
to use this attack. Damage: 100 
Spits fire that is hot enough to melt 
boulders. Known to unintentionally 
cause forest fires. LV..76 #6 

4/102 *- 


Flareon 70 HP® 
STAGE 1 (Evolves from Eevee) 
Flame Pokémon. Length: 2’ 11”, 
Weight: 55 lbs. 
w: © R: — 
@® Quick Attack Flip a coin. If 
heads, this attack does 10 damage 
plus 20 more damage; if tails, this 
attack does 10 damage. Damage: 10+ 
@@®® Flamethrower Discard 1@ 
Energy card attached to Flareon in 
order to use this attack. Damage: 60 
When storing thermal energy in its 
body, its temperature could soar to 
over 1600 degrees. LV. 28 #136 
3/64%, 19/64 xe 


RC: ® 


Growlithe 
Basic Pokémon 
Puppy Pokémon. Length: 2’ 4”, 
Weight: 42 lbs. 

w: © R: — 

@® Flare Damage: 20 

Very protective of its territory. It will 
bark and bite to repel intruders from 


60 HP® 


RC: ® 


its space. LV. 18 #58 28/1020-% 
Arcanine 100 HP® 
STAGE 1 (Evolves from Growlithe) 
Legendary Pokémon. Length: 6’ 3”, 
Weight: 342 lbs. 

w: © R: — RC: @@®@ 
@@® Flamethrower Discard 1@ 


Energy card attached to Arcanine in 
order to use this attack. Damage: 50 
@@®® Take Down Arcanine does 30 
damage to itself. Damage: 80 
A Pokémon that has been long 
admired for its beauty. It runs grace- 
fully, as if on wings. LV. 45 #59 
23/10208 
Magmar 50 HP@ 
Basic Pokémon 
Spitfire Pokémon. Length: 4’ 3”, 


DECEMBER 1999 


75 


Weight: 98 lbs. 

w: © R: — 

@@ Fire Punch Damage: 30 

@@® Flamethrower Discard 1@ 

Energy card attached to Magmar in 

order to use this attack. Damage: 50 

Its body always burns with an 

orange glow that enables it to hide 

perfectly among flames. LV. 24 #126 
36/1020 


RC: @® 


40 HP® 
Basic Pokémon 
Fire Horse Pokémon. Length: 3’ 3”, 
Weight: 66 lbs. 
w: © 


R: = RC: ® 


@® Smash Kick Damage: 20 

@@ Flame Tail Damage: 30 

Its hooves are 10 times harder than 
diamonds. It can trample anything flat 
in moments. LV. 10 #77. 60/102@% 


Rapidash 70 HP@ 
STAGE 1 (Evolves from Ponyta) 
Fire Horse Pokémon. Length: 5’ 7”, 
Weight: 209 lbs. 
w: © R: — RC: — 
@® Stomp Flip a coin. If heads, this 
attack does 20 damage plus 10 more 
damage; if tails, this attack does 20 
damage. Damage: 20+ 
@@® Agility Flip a coin. If heads, 
during your opponent's next turn, 
prevent all effects of attacks, includ- 
ing damage, done to Rapidash. 
Damage: 30 
Very competitive, this Pokémon will 
chase anything that moves fast in 
the hopes of racing it. LV. 33 #78 
44/6408 


Vulpix 50 HP® 
Basic Pokémon 

Fox Pokémon. Length: 2’ 0”, Weight: 
22 lbs. 

w: © R: — 

@@ Confuse Ray Flip a coin. If 
heads, the Defending Pokémon is 
now Confused. Damage: 10 

At the time of birth, it has just one 
tail. Its tail splits from the tip as it 
grows older. LV. 11 #37 68/102@-0- 


RC: ® 


Ninetales 80 HP® 
STAGE 1 (Evolves from Vulpix) 
Fox Pokémon. Length: 3’ 7”, Weight: 


R: — RC: ® 
@® Lure If your opponent has any 
Benched Pokémon, choose 1 of 
them and switch it with his or her 
Active Pokémon. 

666 Fire Blast Discard 1@ 
Energy card attached to Ninetales in 
order to use this attack. Damage: 80 


76 ToPDECK 


Very smart and very vengeful. 
Grabbing one of its many tails could 
result in a 1,000-year curse. LV. 32 
#38 12/102 * 


@. 
Grass Energy 
@ 99/10206 
Bellsprout 40 HP® 
Basic Pokémon 


Flower Pokémon. Length: 2’ 4”, 
Weight: 9 lbs. 
w: © R: — 
@ Vine Whip Damage: 10 
@ Call for Family Search your deck 
for a Basic Pokémon named 
Bellsprout and put it onto your 
Bench. Shuffle your deck afterward. 
(You can’ t use this attack if your 
Bench is full.) 
A carnivorous Pokémon that traps 
and eats bugs. It uses its root feet to 
soak up needed moisture. LV. 11 #69 
49/64@ee 


RC: ® 


Weepinbell 70 HP® 
STAGE 1 (Evolves from Bellsprout) 
Flycatcher Pokémon. Length: 3° 3”, 
Weight: 14 lbs. 

Ww: ® R: — 

@ Poisonpowder Flip a coin. If 
heads, the Defending Pokémon is 
now Poisoned. Damage: 10 

@@ Razor Leaf Damage: 30 

It spits out poisonpowder to immo- 
bilize the enemy, and then finishes 
the enemy with a spray of acid. LV. 
28 #70 48/6408 


RC: @ 


Victreebel 80 HP® 
STAGE 2 (Evolves from Weepinbell) 
Flycatcher Pokémon. Length: 5’ 7”, 
Weight: 34 lbs. 
w: @ R: — RC: @@ 
@ Lure If your opponent has any 
Benched Pokémon, choose 1 of them 
and switch it with his or her Active 
Pokémon. 
@@ Acid Flip a coin. If heads, the 
Defending Pokémon can't retreat 
during your opponent's next turn. 
Damage: 20 
Said to live in huge colonies deep in 
jungles, although no one has ever 
returned from there. LV. 42 #71 
14/64%,30/64%% 


Bulbasaur 
Basic Pokémon 
Seed Pokémon. Length: 2’ 4”, 
Weight: 15 lbs. 

w: @ R: — RC: @ 
@®@ Leech Seed Unless all damage 
from this attack is prevented, you 
may remove 1 damage counter from 
Bulbasaur. Damage: 20 

A strange seed was planted on its 
back at birth. Thus, a plant sprouted 
and now grows with this Pokémon. 


40 HP® 


LV. 13 #1 44/10206 
Ivysaur 60 HP® 
STAGE 1 (Evolves from Bulbasaur) 
Seed Pokémon. Length: 3’ 3”, 
Weight: 29 lbs. 

Ww: @ R: — 

@®® Vine Whip Damage: 30 
@@® Poisonpowder The Defending 
Pokémon is now Poisoned. Damage: 20 
When the bulb on its back grows 
large, the Pokémon seems to lose 
the ability to stand on its hind legs. 
LV. 20 #2 30/1020-% 


RC: ® 


Venusaur 100 HP® 
STAGE 2 (Evolves from Ivysaur) 
Seed Pokémon. Length: 6’ 7”, 
Weight: 221 lbs. 
WwW: @ R: — RC: @® 
Pokémon Power: Energy Transfer As 
often as you like during your turn 
(before your attack), you may take 1 
@ Energy card attached to 1 of your 
own Pokémon and attach it to a dif- 
ferent one. This power can’t be used 
if Venusaur is Asleep, Confused, or 
Paralyzed. 
@@@@Solarbeam Damage: 60 
This plant blooms when it is absorb- 
ing solar energy. It stays on the 
move to seek sunlight. LV. 67 #3 
15/102 * 


Exeggcute 
Basic Pokémon 
Egg Pokémon. Length: 1’ 4”, Weight: 
6 lbs. 


50 HP® 


w: @ R: — RC: ® 
@ Hypnosis The Defending Pokémon 
is now Asleep. 


@@ Leech Seed Unless all damage 
from this attack is prevented, you 
may remove 1 damage counter from 
Exeggcute. Damage: 20 

Often mistaken for eggs. When dis- 
turbed, they quickly gather and attack 
52/64%a 


in swarms. LV. 14 #102 


Exeggutor 80 HP® 
STAGE 1 (Evolves from Exeggcute) 
Coconut Pokémon. Length: 6’ 7”, 
Weight: 265 lbs. 

w: © R: — RC: @@® 
@ Teleport Switch Exeggutor with 1 
of your Benched Pokémon. 

® Big Eggsplosion Flip a number of 
coins equal to the number of Energy 
attached to Exeggutor. This attack 
does 20 damage times the number 
of heads. Damage: 20x 

Legend has it that on rare occasions, 
one of its heads will drop off and 
continue on as an Exeggcute. LV. 35 
#103 35/640m 


ar 


Caterpie 40 HP® 

Basic Pokémon 

Worm Pokémon. Length: 1’ 0”, 

Weight: 6 Ibs. 

w: @ R: — RC: @ 

® String Shot Flip a coin. If heads, 

the Defending Pokémon is now 

Paralyzed. Damage: 10 

Its short feet are tipped with suction 

pads that enable it to tirelessly 

climb slopes and walls. LV. 13 #10 
45/10200 


Metapod 70 HP® 
STAGE 1 (Evolves from Caterpie) 
Cocoon Pokémon Length: 2’ 4”, 
Weight: 22 lbs. 

Ww: @ R: — RC: @® 
@® Stiffen Flip a coin. If heads, pre- 
vent all damage done to Metapod 
during your opponent’s next turn. 
(Any other effects of attacks still 
happen.) 

@@ Stun Spore Flip a coin. If heads, 
the Defending Pokémon is now 
Paralyzed. Damage: 20 

It is vulnerable to attack because its 
shell is soft, exposing its weak and 
tender body. LV. 21 #11 54/1020 


Butterfree 70 HP® 
STAGE 2 (Evolves from Metapod) 
Butterfly Pokémon. Length: 3’ 7”, 
Weight: 71 lbs. 

Ww: ® R: @ -30 RC; — 
@® Whirlwind If your opponent has 
any Benched Pokémon, he or she 
chooses 1 of them and switches it 
with the Defending Pokémon. (Do 
the damage before switching the 
Pokémon.) Damage: 20 

©@@® Mega Drain Remove a num- 
ber of damage counters from 
Butterfree equal to half the damage 
done to the Defending Pokémon 
(after applying Weakness and 
Resistance) (rounded up to the near- 
est 10). Damage: 40 

In battle, it flaps its wings at high 
speed to release highly toxic dust 
into the air. LV. 28 #12 33/64 
Koffing 50 HP® 
Basic Pokémon 

Poison Gas Pokémon Length: 2’ 0”, 
Weight: 2 lbs. 

w: @ R: — RC: ® 
@@ Foul Gas Flip a coin. If heads, 
the Defending Pokémon is now 
Poisoned; if tails, it is now Confused. 


Damage: 10 

Because it stores several kinds of toxic 

gases in its body, it is prone to explod- 

ing without warning. LV. 13 #109 
51/10200- 

Nidoran 2 60 HP® 

Basic Pokémon 

Poison Pin Pokémon. Length: 1’ 4”, 

Weight: 15 lbs. 

Ww: @ R: — RC: ® 


@ Fury Swipes Flip 3 coins. This 
attack does 10 damage times the 
number of heads. Damage: 10x 


@@ Call for Family Search your deck 
for a Basic Pokémon named Nidoran 
9 or Nidoran C and put it onto your 
Bench. Shuffle your deck afterward. 
(You can’ t use this attack if your 
Bench is full.) 
Although small, its venomous barbs 
make this Pokémon dangerous. The 
female has smaller horns. LV. 13 #29 
57/640 


Nidorina 70 HP® 
STAGE 1 (Evolves from Nidoran 9) 
Poison Pin Pokémon. Length: 2’ 7”, 
Weight: 44 lbs. 
w: @ R: — RC: ® 
@ Supersonic Flip a coin. If heads, 
the Defending Pokémon is now 
Confused. 
@®® Double Kick Flip 2 coins. This 
attack does 30 damage times the 
number of heads. Damage: 30x 
The female’s horn develops slowly. 
Prefers physical attacks such as 
clawing and biting. LV. 24 #30 
40/640 


Nidoqueen 90 HP® 
STAGE 2 (Evolves from Nidorina) 
Drill Pokémon. Length: 4’ 3”, Weight: 


132 lbs. 
w: @ R: — RC: G@® 
@® Boyfriends Does 20 damage plus 


20 more damage for each Nidoking 

you have in play. Damage: 20+ 

@@®® Mega Punch Damage: 50 

Its hard scales provide strong pro- 

tection. It uses its hefty bulk to exe- 

cute powerful moves. LV. 43 #31 
7/64%, 23/64%&8 


Nidoran 
Basic Pokémon 
Poison Pin Pokémon. Length: 1’ 4”, 
Weight: 15 lbs. 
w: @ R: — RC: ® 
@ Horn Hazard Flip a coin. If tails, 
this attack does nothing. Damage: 30 
Stiffens its ears to sense danger. The 
larger, more powerful of its horns 
secretes venom. LV. 20 #32 
55/1020 


40 HP® 


Nidorino 60 HP® 
STAGE 1 (Evolves from Nidoran Go’) 
Poison Pin Pokémon. Length: 2’ 11”, 
Weight: 43 lbs. 
w: @ R: — RC: @® 
@®® Double Kick Flip 2 coins. This 
attack does 30 damage times the 
number of heads. Damage: 30x 
@@®® Horn Drill Damage: 50 
An aggressive Pokémon that is quick 
to attack. The hom on its head 
secretes a powerful venom. LV. 25 #33 
37/1028 


Nidoking 90 HP® 
STAGE 2 (Evolves from Nidorino) 
Drill Pokémon. Length: 4’ 7”, Weight: 
137 lbs. 

w: @ R: — RC: ® 
@®® Thrash Flip a coin. If heads, 
this attack does 30 damage plus 10 


more damage; if tails, this attack 
does 30 damage and Nidoking does 
10 damage to itself. Damage: 30+ 
@@@ Toxic The Defending Pokémon 
is now Poisoned. It now takes 20 
Poison damage instead of 10 after 
each player's turn (even if it was 
already Poisoned). Damage: 20 
Uses its powerful tail in battle to 


smash, constrict, then break its prey’s 
bones. LV. 48 #34 11/102 *- 
Oddish 50 HP® 


Basic Pokémon 

Weed Pokémon. Length: 1’ 8”, 
Weight: 12 Ibs. 

w: @ R: — RC: ® 
@ Stun Spore Flip a coin. If heads, 
the Defending Pokémon is now 
Paralyzed. Damage: 10 

@@ Sprout Search your deck for a 
Basic Pokémon named Oddish and 
put it onto your Bench. Shuffle your 
deck afterward. (You can’ t use this 
attack if your Bench is full.) 

During the day, it keeps its face 
buried in the ground. At night, it 
wanders around sowing its seeds. 
LV. 8 #43 58/64@as 


Gloom 60 HP® 
STAGE 1 (Evolves from Oddish) 
Weed Pokémon. Length: 2’ 7”, 
Weight: 19 lbs. 
Ww: @ R: — RC: ® 
@ Poisonpowder The Defending 
Pokémon is now Poisoned. 
@@ Foul Odor Both the Defending 
Pokémon and Gloom are now 
Confused (after doing damage). 
Damage: 20 
The fluid that oozes from its mouth 
isn’ t drool; it is a nectar that is 
used to attract prey. LV. 22 #44 
37/64e%e 


Vileplume 80 HP® 
STAGE 2 (Evolves from Gloom) 
Flower Pokémon. Length: 3’ 11”, 
Weight: 31 lbs. 
w: @ R: — RC: @@® 
Pokémon Power: Heal Once during 
your turn (before your attack), you 
may flip a coin. If heads, remove 1 
damage counter from 1 of your 
Pokémon. This power can’t be used 
if Vileplume is Asleep, Confused, or 
Paralyzed. 
@@@ Petal Dance Flip 3 coins. This 
attack does 40 damage times the 
number of heads. Vileplume is now 
Confused (after doing damage). 
Damage: 40x 
The larger its petals, the more toxic 
pollen it contains. Its big head is 
heavy and hard to hold up. LV. 35 #45 
15/64%,31/64% a 


Paras 40 HP® 
Basic Pokémon 

Mushroom Pokémon. Length: 1’ 0”, 
Weight: 12 Ibs. 

w: @ R: — RC: ® 


@® Scratch Damage: 20 


@@ Spore The Defending Pokémon 
is now Asleep. 

Burrows to suck tree roots. The 
mushrooms on its back grow by 
drawing nutrients from the bug host. 
LV. 8 #46 59/64@m 


Parasect 60 HP® 
STAGE 1 (Evolves from Paras) 
Mushroom Pokémon. Length: 3’ 3”, 
Weight: 65 lbs. 

w: © R: — RC: ® 
@@ Spore The Defending Pokémon 
is now Asleep. 

@@® Slash Damage: 30 

A host-parasite pair in which the 
parasite mushroom has taken over 
the host bug. Prefers damp places. 
LV. 28 #47 41/640%& 


Pinsir 

Basic Pokémon 
Stagbeetle Pokémon. Length: 4’ 11”, 
Weight: 121 lbs. 


60 HP® 


w: @ R: — RC: ® 

@@ Irongrip Flip a coin. If heads, the 

Defending Pokémon is now 

Paralyzed. Damage: 20 

@@®® Guillotine Damage: 50 

If it fails to crush the victim in its 

pincers, it will swing its victim 

around and toss it hard. LV. 24 #127 
9/64%, 25/64 xa 


70 HP® 

Basic Pokémon 
Mantis Pokémon. Length: 4’ 11”, 
Weight: 123 lbs. 
w: @ R: @ -30 RC: — 
@ Swords Dance During your next 
turn, Scyther’s Slash attack’s base 
damage is 60 instead of 30. 
@@® Slash Damage: 30 
With ninja-like agility and speed, it 
can create the illusion that there is 
more than one of it. LV. 25 #123 

10/64 %,26/64% 


Tangela 

Basic Pokémon 
Vine Pokémon. Length: 3’ 3”, 
Weight: 77 lbs. 

w: @ R: — RC: @@ 
@® Bind Flip a coin. If heads, the 
Defending Pokémon is now 
Paralyzed. Damage: 20 

©@@ Poisonpowder The Defending 
Pokémon is now Poisoned. Damage: 20 
Its whole body is swathed with wide 
vines that are similar to seaweed. 
These vines shake as it walks. LV. 8 
#114 66/1020% 


Venonat 
Basic Pokémon 


40 HP® 


Insect Pokémon. Length: 3’ 3”, 
Weight: 66 lbs. 
w: @ R: — RC: ® 
@ Stun Spore Flip a coin. if heads, 
the Defending Pokémon is now 
Paralyzed. Damage: 10 
@® Leech Life Remove a number of 
damage counters from Venonat equal 
to the damage done to the Defending 
Pokémon (after applying Weakness 
and Resistance). Damage: 10 
Lives in the shadows of tall trees 
where it eats insects. It is attracted 
by light at night. LV. 12 #48 
63/640 


Venomoth 70 HP® 
STAGE 1 (Evolves from Venonat) 
Poisonmoth Pokémon. Length: 4’ 
11”, Weight: 28 lbs. 
w: © R: @ -30 RC: — 
Pokémon Power: Shift Once during 
your turn (before your attack), you 
may change the type of Venomoth to 
the type of any other Pokémon in 
play other than Colorless. This 
power can’t be used if Venomoth is 
Asleep, Confused, or Paralyzed. 
@@ Venom Powder Flip a coin. if 
heads, the Defending Pokémon is 
now Confused and Poisoned. 
Damage: 10 
The dust-like scales covering its 
wings are color coded to indicate 
the kinds of poison it has. LV. 28 #49 
13/64%,29/64 x 


Weedle 40 HP® 
Basic Pokémon 

Hairy Bug Pokémon. Length: 1’ 0”, 
Weight: 7 lbs. 

w: @ R: — RC: ® 


@ Poison Sting Flip a coin. If heads, 
the Defending Pokémon is now 
Poisoned, Damage: 10 

Often found in forests, eating leaves. 
It has a sharp, venomous stinger on 


its head. LV. 12 #13 69/1020 
Kakuna 80 HP® 
STAGE 1 (Evolves from Weedle) 
Cocoon Pokémon. Length: 2’ 0”, 
Weight: 22 lbs. 

w: @ R: — RC: @@ 


@@ Stiffen Flip a coin. If heads, pre- 
vent all damage done to Kakuna dur- 
ing your opponent’s next turn. (Any 
other effects of attacks still happen.) 
@®@ Poisonpowder Flip a coin. If 
heads, the Defending Pokémon is 
now Poisoned. Damage: 20 

Almost incapable of moving, this 
Pokémon can only harden its shell 


to protect itself from predators. LV. 
23 #14 33/1020% 
Beedrill 80 HP® 
STAGE 2 (Evolves from Kakuna) 
Poison Bee Pokémon. Length: 3’ 3”, 
Weight: 65 lbs. 

w: @ R: @ -30 RC: — 


@@® Twineedle Flip 2 coins. This 
attack does 30 damage times the 
number of heads. Damage: 30x 


DECEMBER 1999 


@@@ Poison Sting Flip a coin. If 
heads, the Defending Pokémon is 
now Poisoned. Damage: 40 

Flies at high speed and attacks 
using the large, venomous stingers 
on its forelegs and tail. LV. 32 #15 


17/102%-°% 
Lightning Energy 
® 100/1020°6 
Electabuzz 70 HP® 
Basic Pokémon 
Electric Pokémon. Length: 37”, 
Weight: 66 lbs. 
Ww: @ R: — RC: @@ 


® Thundershock Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 10 

@® Thunderpunch Flip a coin. If 
heads, this attack does 30 damage 
plus 10 more damage; if tails, this 
attack does 30 damage and 
Electabuzz does 10 damage to itself. 
Damage: 30+ 

Normally found near power plants, it 
can wander off and cause major black- 
outs in cities. LV. 35 #125 20/102*- 


Jolteon 7o HP® 
STAGE 1 (Evolves from Eevee) 
Lightning Pokémon. Length: 2’ 7”, 
Weight: 54 lbs. 
Ww: @ R: — 
@® Quick Attack Flip a coin. If 
heads, this attack does 10 damage 
plus 20 more damage; if tails, this 
attack does 10 damage. Damage: 10+ 
@@® Pin Missile Flip 4 coins. This 
attack does 20 damage times the 
number of heads. Damage: 20x 
It accumulates negative ions from 
the atmosphere to blast out 10,000- 
volt lightning bolts. LV. 29 #135 
4/64*, 20/64%%S 


RC: @ 


Magnemite 40 HP® 
Basic Pokémon 

Magnet Pokémon. Length: 1’ 0”, 
Weight: 13 lbs. 

w: @ R: — RC: ® 


® Thunder Wave Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 10 
@® Selfdestruct Does 10 damage to 
each Pokémon on each player's 
Bench. (Don’t apply Weakness and 
Resistance for Benched Pokémon.) 
Magnemite does 40 damage to 
itself. Damage: 40 
Uses anti-gravity to stay suspended. 
Appears without warning and uses 
attacks like Thunder Wave. LV. 13 #81 
53/1020 


Magneton 60 HP® 
STAGE 1 (Evolves from Magnemite) 
Magnet Pokémon. Length: 3’ 3”, 
Weight: 132 lbs. 


78 topveck 


w: @ R: — RC: ® 
@@® Thunder Wave Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 30 
@@®® Selfdestruct Does 20 dam- 
age to each Pokémon on each play- 
er’s Bench. (Don’t apply Weakness 
and Resistance for Benched 
Pokémon.) Magneton does 80 dam- 
age to itself. Damage: 80 
Formed by several Magnemites 
linked together. It frequently appears 
when sunspots flare up. LV. 28 #82 
9/102 *-e 


Pikachu 40 HP® 
Basic Pokémon 

Mouse Pokémon. Length: 1’ 4”, 
Weight: 13 lbs. 

w: @ R: — RC: @ 


@ Gnaw Damage: 10 

@® Thunder Jolt Flip a coin. If tails, 
Pikachu does 10 damage to itself. 
Damage: 30 

When several of these Pokémon 
gather, their electricity can cause 
lightning storms. LV. 12 #25 


58/10208 
Pikachu 50 HP® 
Basic Pokémon 
Mouse Pokémon. Length: 1’ 4”, 
Weight: 13 lbs. 
w: ® R: — RC: @ 


@@ Spark If your opponent has any 
Benched Pokémon, choose 1 of them 
and this attack does 10 damage to it. 
(Don’ t apply Weakness and 
Resistance for Benched Pokémon.) 
Damage: 20 

When several of these Pokémon 
gather, their electricity can build and 
cause lightning storms. LV. 14 #25 


60/64@a 
Pikachu 60 HP® 
Basic Pokémon 
Mouse Pokémon. Length: 1’ 4”, 
Weight: 13 Ibs. 
w: @ R: — RC: ® 


® Growl If the Defending Pokémon 
attacks Pikachu during your oppo- 
nent’s next turn, any damage done 
by the attack is reduced by 10 (after 
applying Weakness and Resistance). 
(Benching either Pokémon ends 
this effect.) 

@@ Thundershock Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 20 

When several of these Pokémon gath- 
er, their electricity could build and 
cause lightning storms. LV. 16 #25 © 


Raichu 80 HP® 
STAGE 1 (Evolves from Pikachu) 


Mouse Pokémon. Length: 2’ 7”, 
Weight: 66 Ibs. 

w: @ R: — RC: @ 
@@® Agility Flip a coin. If heads, 
during your opponent's next turn 
prevent all effects of attacks, includ- 
ing damage, done to Raichu. 
Damage: 20 

@@® Thunder Flip a coin. If tails, 
Raichu does 30 damage to itself. 
Damage: 60 

Its long tail serves as a ground to 
protect itself from its own high-volt- 
age power. LV. 40#26 14/102*°% 


Voltorb 40 HP® 
Basic Pokémon 

Ball Pokémon. Length: 1’ 8”, Weight: 
23 Ibs. 

w: @ R: — RC: @ 


® Tackle Damage: 10 

Usually found in power plants. Easily 

mistaken for a Monster Ball, it has 

zapped many people. LV. 10 #100 
67/1020 


Electrode 80 HP® 
STAGE 1 (Evolves from Voltorb) 
Ball Pokémon. Length: 3’ 11”, 
Weight: 147 lbs. 
w: @ R: — RC: @ 
Pokémon Power: Supercharge At 
any time during your turn (before 
your attack), you may choose to 
Knock Out Electrode and attach 
Electrode to 1 of your other 
Pokémon. If you do, choose a type of 
Energy. Electrode is now an Energy 
card (instead of a Pokémon) that 
provides 2 energy of that type. You 
can’t use this power if Electrode is 
Asleep, Confused, or Paralyzed. 
@@® Electric Shock Flip a coin. If 
tails, Electrode does 10 damage to 
itself. Damage: 50 
It stores electrical energy under very 
high pressure. It often explodes with 
little or no provocation. LV. 40 #101 
21/102% 6 


Electrode go HP® 

STAGE 1 (Evolves from Voltorb) 

Ball Pokémon. Length: 3° 11”, 

Weight: 147 lbs. 

w: @ R: — 

@® Tackle Damage: 20 

@@® Chain Lightning If the 

Defending Pokémon isn’t Colorless, 

this attack does 10 damage to each 

Benched Pokémon of the same type 

as the Defending Pokémon (includ- 

ing your own). Damage: 20 

It stores electrical energy under very 

high pressure. It often explodes with 

little or no provocation. LV. 42 #101 
2/64, 18/64 xa 


RC: ® 


Zapdos 90 HP® 
Basic Pokémon 

Electric Pokémon. Length: 5’3”, 
Weight: 116 Ibs. 

W: — R: @-30 RC: B® 


@@@® Thunder Flip a coin. If tails, 
Zapdos does 30 damage to itself. 


Damage: 60 

@@®@® Thunderbolt Discard all 
Energy cards attached to Zapdos in 
order to use this attack. Damage: 100 
A legendary bird Pokémon said to 
appear from clouds while wielding 
enormous lightning bolts. LV. 64 


#145 16/102 * 
So, 

Psychic Energy 

° 101/102@0 

Abra 30 HP@ 


Basic Pokémon 

Psi Pokémon. Length: 2° 11”, Weight: 
43 lbs. 

w: @ R: — RC: — 
@ Psyshock Flip a coin. If heads, the 
Defending Pokémon is now 
Paralyzed. Damage: 10 

Using its ability to read minds, it will 
identify impending danger and tele- 
port to safety. LV. 10 #63 43/10206 


Kadabra 

STAGE 1 (Evolves from Abra) 
Psi Pokémon. Length: 4’ 3”, Weight: 
125 lbs. 

w: @ R: — RC: @ @® 
@@ Recover Discard 1 @ Energy card 
attached to Kadabra in order to use 
this attack. Remove all damage 
counters from Kadabra. 

@@® Super Psy Damage: 50 

Its body emits special alpha waves 
that induce headaches even to those 
just nearby. LV. 38 #64 32/1020 


60 HP® 


80 HP® 
STAGE 2 (Evolves from Kadabra) 

Psi Pokémon. Length: 4’ 11”, Weight: 
106 \bs. 

Ww: @ R: — RC: @ @® 
Pokémon Power: Damage Swap As 
often as you like during your turn 
(before your attack), you may move 1 
damage counter from 1 of your own 
Pokémon to another as long as you 
don’t Knock Out that Pokémon. This 
power can’t be used if Alakazam is 
Asleep, Confused, or Paralyzed. 
@@@ Confuse Ray Flip a coin. If 
heads, the Defending Pokémon is 
now Confused. Damage: 30 

Its brain can outperform a supercom- 
puter. Its intelligence quotient is said 


to be 5000. LV. 42 #65 1/102*-% 
Drowzee 50 HP@ 
Basic Pokémon 


Hypnosis Pokémon. Length: 3’ 3”, 

Weight: 71 lbs. 

w: @ R: — 

® Pound Damage: 10 

@@ Confuse Ray Flip a coin. If 

heads, the Defending Pokémon is 

now Confused. Damage: 10 

Puts enemies to sleep, then eats 

their dreams. Occasionally gets sick 

from eating bad dreams. LV. 12 #96 
49/1020 


RC: © 


Gastly 
Basic Pokémon 
Gas Pokémon. Length: 4’ 3”, Weight: 
0.2 Ibs. 
WwW: — R: @ -30 RC: — 
@ Sleeping Gas Flip a coin. If heads, 
the Defending Pokémon is now Asleep. 
@® Destiny Bond Discard 1@ 
Energy card attached to Gastly in 
order to use this attack. If a 
Pokémon Knocks Out Gastly during 
your opponent's next turn, Knock 
Out that Pokémon. 
Almost invisible, this gaseous 
Pokémon cloaks the target and puts 
it to sleep without notice. LV. 8 #92 
50/1020% 


30 HP@ 


Haunter 60 HP® 
STAGE 1 (Evolves from Gastly) 
Gas Pokémon. Length: 5’ 3”, Weight: 
0.2 Ibs. 
WwW: — R: @ -30 RC: @ 
@ Hypnosis The Defending Pokémon 
is now Asleep. 
@@ Dream Eater You can’t use this 
attack unless the Defending 
Pokémon is Asleep. Damage: 50 
Because of its ability to slip through 
block walls, it is said to be from 
another dimension. LV. 22 #93 
29/1020% 


Jynx 
Basic Pokémon 


Human Shape Pokémon. Length: 4’ 
7”, Weight: go Ibs. 

w: @ R: — RC: 
®@ Doubleslap Flip 2 coins. This 
attack does 10 damage times the 
number of heads. Damage: 10x 
@®® Meditate Does 20 damage 
plus 10 more damage for each dam- 
age counter on the Defending 
Pokémon. Damage: 20+ 

Merely by meditating, the Pokémon 
launches a powerful psychic energy 
attack. LV. 23 #124 31/1020 


70 HP@ 


Mewtwo 
Basic Pokémon 
Genetic Pokémon. Length: 6’ 7”, 
Weight: 269 lbs. 

w: @ R: — RC: @@® 
@® Psychic Does 10 damage plus 10 
more damage for each Energy card 
attached to the Defending Pokémon. 
Damage: 10+ 

@@ Barrier Discard 1 @ Energy card 
attached to Mewtwo in order to pre- 
vent all effects of attacks, including 
damage, done to Mewtwo during 


60 HP® 


your opponent’s next turn. 

A scientist created this Pokémon 
after years of horrific gene-splicing 
and DNA engineering experiments. 
LV. 53 #150 10/102%* 


Mr. Mime 
Basic Pokémon 
Barrier Pokémon. Length: 4’ 3”, 
Weight: 120 lbs. 


40 HP® 


w: @ R: — 
Pokémon Power: Invisible Wall 
Whenever an attack (including your 
own) does 30 or more damage to Mr. 
Mime (after applying Weakness and 
Resistance), prevent that damage. (Any 
other effects of attacks still happen.) 
This power can’t be used if Mr. Mime is 
Asleep, Confused, or Paralyzed. 
®® Meditate Does 10 damage plus 
10 more damage for each damage 
counter on the Defending Pokémon. 
Damage: 10+ 
If interrupted while miming, it will 
slap around the enemy with its 
broad hands. LV. 28 #122 

6/64%, 22/64 x 


RC: ® 


© 102/10200 
Goldeen 40 HP® 
Basic Pokémon 

Goldfish Pokémon. Length: 2’ 0”, 
Weight: 33 lbs. 

Ww: ® R: — RC: — 


@ Horn Attack Damage: 10 

Its tail fin billows like an elegant 

ballroom dress, giving it the nick- 

name “Water Queen.” LV. 12 #118 
53/64@ea 


Seaking 70 HP® 
STAGE 1 (Evolves from Goldeen) 
Goldfish Pokémon. Length: 4’ 3”, 
Weight: 86 Ibs. 

Ww: ® R: — 

@ Horn Attack Damage: 10 
@® Waterfall Damage: 30 
In the autumn spawning season, 
they can be seen swimming power- 


RC: ® 


fully up rivers and creeks. LV. 28 
#119 46/640% 
Magikarp 30 HP® 
Basic Pokémon 

Fish Pokémon. Length: 2” 11”, 
Weight: 22 lbs. 

Ww: ® R: — RC: @ 


® Tackle Damage: 10 


@ Flail Does 10 damage times the 
number of damage counters on 
Magikarp. Damage: 10x 
In the distant past, it was stronger 
than its horribly weak descendants 
that exist today. LV. 8 #129 

35/102 0% 


Gyarados 100 HP® 
STAGE 1 (Evolves from Magikarp) 
Atrocious Pokémon. Length: 21’ 4”, 
Weight: 518 Ibs. 

Ww: @ R: @-30 RC: @@® 
©@® Dragon Rage Damage: so 
®©®®® Bubblebeam Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 40 

Rarely seen in the wild. Huge and 
vicious, it is capable of destroying 
entire cities in a rage. LV. 41 #130 


6/102 * 
Poliwag 40 HP® 
Basic Pokémon 
Tadpole Pokémon. Length: 2’ 0”, 
Weight: 27 lbs. 
w: @ R: — RC: ® 


@ Water Gun Does 10 damage plus 
10 more damage for each @ Energy 
attached to Poliwag but not used to 
pay for this attack’s Energy cost. 
Extra @ Energy after the 2nd don’t 
count. Damage: 10+ 
Its newly grown legs prevent it from 
running. It appears to prefer swim- 
ming over trying to stand. LV. 13 #60 
59/10208- 


Poliwhirl 60 HP® 
STAGE 1 (Evolves from Poliwag) 
Tadpole Pokémon. Length: 3’4”, 
Weight: 44 lbs. 

w: @ R: — 

@®@ Amnesia Choose 1 of the 
Defending Pokémon’s attacks. That 
Pokémon can’t use that attack dur- 
ing your opponent's next turn. 

©®® Doublestlap Flip 2 coins. This 
attack does 30 damage times the 
number of heads. Damage: 30x 
Capable of living in or out of water. 
When out of water, it sweats to keep its 
body slimy. LV. 28 #61 38/1020 


RC: ® 


90 HP® 
STAGE 2 (Evolves from Poliwhirl) 
Tadpole Pokémon. Length: 4’3”, 
Weight: 119 Ibs. 


w: @ R: — RC: @® 
©@® Water Gun Does 30 damage 
plus 10 more damage for each @ 
Energy attached to Poliwrath but not 
used to pay for this attack’s Energy 
cost. Extra ® Energy after the 2nd 
doesn’t count. Damage: 30+ 


@@®® Whirlpool if the Defending 
Pokémon has any Energy cards 
attached to it, choose 1 of them and 
discard it. Damage: 40 

An adept swimmer at both the front 
crawl and breaststroke, Easily over- 
takes the best human swimmers. LV. 


48 #62 13/102*- 
Seel 60 HP® 
Basic Pokémon 


Sea Lion Pokémon. Length: 3’ 7”, 

Weight: 198 lbs. 

Ww: ® R: — 

@ Headbutt Damage: 10 

The protruding horn on its head is 

very hard. This horn is used for 

bashing through thick ice. LV. 12 #86 
41/1020 


RC: ® 


80 HP® 
STAGE 1 (Evolves from Seel) 
Sea Lion Pokémon. Length: 5’ 7”, 
Weight: 265 lbs. 
W: ® R: — RC: @@® 
@®® Aurora Beam Damage: 50 
@@®®® Ice Beam Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 30 
Stores thermal energy in its body. 
Swims at a steady 8 knots even in 
intensely cold waters. LV. 42 #87 


25/1020 
Squirtle 40 HP® 
Basic Pokémon 
Tiny Turtle Pokémon. Length: 1’ 8”, 
Weight: 20 lbs. 
WwW: ® R: — RC: ® 


@ Bubble Flip a coin. if heads, the 
Defending Pokémon is now 
Paralyzed. Damage: 10 
@® Withdraw Flip a coin. If heads, 
prevent all damage done to Squirtle 
during your opponent’s next turn. 
(Any other effects of attacks still 
happen.) 
After birth, its back swells and hard- 
ens into a shell. It powerfully sprays 
foam from its mouth. LV. 8 #7 
63/1028 


Wartortle 70 HP® 
STAGE 1 (Evolves from Squirtle) 
Turtle Pokémon. Length: 3’ 3”, 
Weight: 50 lbs. 

w: @ R: — RC: ® 
@® Withdraw Flip a coin. If heads, 
prevent all damage done to 
Wartortle during your opponent's 
next turn. (Any other effects of 
attacks still happen.) 

@®©® Bite Damage: 4o 

Often hides in water to stalk unwary 
prey. When swimming quickly, it 
moves its ears to maintain balance. 
LV. 22 #8 42/1020 


Blastoise 100 HP® 
STAGE 2 (Evolves from Wartortle) 
Shellfish Pokémon. Length: 5’ 3”, 
Weight: 189 Ibs. 

WwW: ® R: — RC: @@® 
Pokémon Power: Rain Dance As 
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often as you like during your turn 
(before your attack), you may attach 
1@ Energy card to 1 of your own 
Pokémon. (This doesn’ t use up your 
1 Energy card attachment for the turn.) 
This power can’t be used if Blastoise 
is Asleep, Confused, or Paralyzed. 
@@@ Hydro Pump Does 40 damage 
plus 10 more damage for each @ 
Energy attached to Blastoise but not 
used to pay for this attack’s Energy 
cost. Extra @ Energy after the 2nd 
doesn’t count. Damage: 40+ 
A brutal Pokémon with pressurized 
water jets on its shell. They are used 
for high-speed tackles. LV. 52 #9 
2/102%% 
Staryu 40 HP® 
Basic Pokémon 
Starshape Pokémon. Length: 2" 7”, 
Weight: 76 lbs. 
Ww: ® 


R: — RC: @ 


@ Slap Damage: 20 

An enigmatic Pokémon that can 
effortlessly regenerate any 
appendage it loses in battle. LV. 15 
65/1020 


#120 


Starmie 60 HP® 
STAGE 1 (Evolves from Staryu) 
Mysterious Pokémon. Length: 3’ 7”, 
Weight: 176 Ibs. 
Ww: R: — RC: ® 
@@ Recover Discard 1 @ Energy card 
attached to Starmie in order to use 
this attack. Remove all damage 
counters from Starmie. 
@@® Star Freeze Flip a coin. If 
heads, the Defending Pokémon is 
now Paralyzed. Damage: 20 
Its central core glows with the seven 
colors of the rainbow. Some people 
value this core as a gem. LV. 28 #121 
64/10208 


Vaporeon 80 HP® 
STAGE 1 (Evolves from Eevee) 
Bubble Jet Pokémon. Length: 3’ 3”, 
Weight: 64 lbs. 
Ww: ® R: — 
@® Quick Attack Flip a coin. If 
heads, this attack does 10 damage 
plus 20 more damage; if tails, this 
attack does 10 damage. Damage: 10+ 
@@® Water Gun Does 30 damage 
plus 10 more damage for each @ 
Energy attached to Vaporeon but not 
used to pay for this attack’s Energy 
cost. Extra @ Energy after the 2nd 
doesn’t count. Damage: 30+ 
Lives close to water. Its long tail is 
ridged with a fin that is often mis- 
taken for a mermaid’s. LV. 42 #134 
12/64%, 28/64 %%& 


RC: ® 


TOPDECK 


Bill 

Trainer 

Draw 2 cards. 91/1020 
Clefairy Doll 10 HP 
Trainer 


Play Clefairy Doll as if it were a Basic 
Pokémon. While in play, Clefairy Doll 
counts as a Pokémon (instead of a 
Trainer card). Clefairy Doll has no 
attacks, can’t retreat, and can’t be 
Asleep, Confused, Paralyzed, or 
Poisoned. If Clefairy Doll is 
Knocked Out, it doesn’t count as a 
Knocked Out Pokémon. At any time 
during your turn before your attack, 
you may discard Clefairy Doll. 
70/102% 


Computer Search 

Trainer 

Discard 2 of the other cards from 
your hand in order to search your 
deck for any card and put it into your 
hand. Shuffle your deck afterward. 


71/102% 
Defender 
Trainer 
Attach Defender to 1 of your Pokémon. 


At the end of your opponent's next 

turn, discard Defender. Damage done 
to that Pokémon by attacks is reduced 
by 20 (after applying Weakness and 
Resistance). 80/1020 


Devolution Spray 

Trainer 

Choose 1 of your own Pokémon in 
play and a Stage of Evolution. 
Discard all Evolution cards of that 
Stage or higher attached to that 
Pokémon. That Pokémon is no 
longer Asleep, Confused, Paralyzed, 
Poisoned, or anything else that might 
be the result of an attack (just as if 
you had evolved it). 72/102%e 


Energy Removal 

Trainer 

Choose 1 Energy card attached to 1 of 
your opponent's Pokémon and dis- 
card it. 92/1020 


Energy Retrieval 


Trainer 

Trade 1 of the other cards in your 
hand for up to 2 basic Energy cards 
from your discard pile. 81/1020 


Impostor Professor Oak 

Trainer 

Your opponent shuffles his or her 
hand into his or her deck, then 
draws 7 cards. 73/102%- 


Full Heal 
Trainer 
Your Active Pokémon is no longer 


Asleep, Confused, Paralyzed, or 
Poisoned. 82/1020 


Gust of Wind 

Trainer 

Choose 1 of your opponent’s 
Benched Pokémon and switch it 


with his or her Active Pokémon. 
93/10208 

Item Finder 

Trainer 


Discard 2 of the other cards from 
your hand in order to put a Trainer 
card from your discard pile into your 
hand. 74/102 


Lass 

Trainer 

You and your opponent show each 
other your hands, then shuffle all 
the Trainer cards from your hands 
into your decks. 75/102 % 


Maintenance 

Trainer 

Shuffle 2 of the other cards from 
your hand into your deck in order to 
draw a card. 83/1020 


PlusPower 

Trainer 

Attach PlusPower to your Active 
Pokémon. At the end of your turn, 
discard PlusPower. If this 
Pokémon’s attack does damage to 
the Defending Pokémon (after 
applying Weakness and 
Resistance), the attack does 10 
more damage to the Defending 
Pokémon. 84/1020 


Poké Ball 

Trainer 

Flip a coin. If heads, you may search 

your deck for any Basic Pokémon or 

Evolution card. Show that card to 

your opponent, then put it into your 

hand. Shuffle your deck afterward. 
64/64@a8 


Trainer 
Look at up to 5 cards from the top of 
your deck and rearrange them as 


you like. 87/102 0% 
Pokémon Breeder 

Trainer 

Put a Stage 2 Evolution card on the 
matching Basic Pokémon or on the 
matching Stage 1 Pokémon. You can 
only play this card when you would 
be allowed to evolve that Pokémon 
anyway. 76/102 % 


Pokémon Center 

Trainer 

Remove all damage counters from 
all of your own Pokémon with dam- 
age counters on them, then discard 
all Energy cards attached to those 
Pokémon. 85/1020 


Pokémon Flute 

Trainer 

Choose 1 Basic Pokémon card from 
your opponent's discard pile and put 
it onto his or her Bench. (You can't 
play Pokémon Flute if your oppo- 
nent’s Bench is full.) 86/1020 


Pokémon Trader 

Trainer 

Trade 1 of the Basic Pokémon or 
Evolution cards in your hand for 1 of 
the Basic Pokémon or Evolution 
cards from your deck. Show both 
cards to your opponent. Shuffle your 
deck afterward. 77/1026 


Potion 

Trainer 

Remove up to 2 damage counters 
from 1 of your Pokémon. 94/1020 


Professor Oak 

Trainer 

Discard your hand, then draw 7 cards. 
88/1020 

Revive 

Trainer 


Put 1 Basic Pokémon card from your 
discard pile onto your Bench. Put 
damage counters on that Pokémon 
equal to half its HP (rounded down to 
the nearest 10). (You can't play Revive 
if your Bench is full.) 89/1020 


Scoop Up 

Trainer 

Choose 1 of your own Pokémon in 
play and return its Basic Pokémon 
card to your hand. (Discard all cards 
attached to that card.) 78/102*-* 


Super Energy Removal 

Trainer 

Discard 1 Energy card attached to 1 
of your own Pokémon in order to 
choose 1 of your opponent’s 
Pokémon and up to 2 Energy cards 
attached to it. Discard those Energy 
cards. 79/102% 


Super Potion 

Trainer 

Discard 1 Energy card attached to 1 
of your own Pokémon in order to 
remove up to 4 damage counters 
from that Pokémon. 90/1020 


Switch 

Trainer 

Switch 1 of your own Benched 

Pokémon with your Active Pokémon. 
95/1020 
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The winning team, Your Move 
Games (Rob Dougherty, Darwin 
Kastle, and David Humphreys), 
holds their trophies while R&D 
diva Mark Rosewater sings the 
national anthem. 


The Gathering 


C 
E 


Point/Counterpoint 


Wake-Up Call 
This Deck’s a Pile 


Player Profile 


Magic: The Puzzling 


The MagicZone is for serious 
Magic players only. Be warned, 
kids: The stuff in here will twist 
your spine, ruin your eyesight 
and keep America from winning 
the war. Worse, it could get you 
grounded. Or us grounded. This 
section has all kinds of weird 
gamer jargon that sometimes 
barely resembles English. And 
our correspondents talk like 
sailors. We try to clean "em up, 
but we always miss something. 
They're just words. Sticks and 
stones, right? 


POINT/COUNTERPOINT 


BY RANDY BUEHLER AND DAVID PRICE 


SHOULD Y 


OR 


e here at the TopDeck labs are 
always looking for ways to devel- 
op better strategy writers for you, 


the reader. So, for this premiere 


issue of TopDeck magazine, we 
tossed 1998 Magic Pro Tour Rookie of the 
Year Randy Buehler and David Price, the 
King of Beatdown himself, into a blender in 
an attempt to create the consummate strat- 
egy writer (or a cool and fruity drink). This 


month’s beverage is a double helping 


of team strategy from the two great 
minds that we’ ve now 


got trapped in a bottle. 


The Gathering 


“Plan In Advance.” 

Dave: There are two main strategies to 
Team Rochester Draft. In the proactive 
strategy, teammates decide color combi- 
nations for each deck beforehand based 
on the power of the commons in each set. 
The reactive strategy forces teammates to 
decide color combinations on the fly, hop- 
ing to find cards that will be strong 
against the opposing team’s decks. While 


the reactive strategy has its appeal, proac- 


tive team drafting has many advantages 
that are hard to ignore. 

For instance, if you look at the sets in 
the Urza block, you discover that black 
has by far the strongest commons in the 
Urza’s Saga set. Black has game-breaking 
commons like Pestilence and Corrupt, 
plus solid removal spells like Expunge 
and good creatures like Ravenous Skirge. 
So a team using a proactive drafting strat- 
egy would put its chosen player for black 
on the far left during the draft. That way, 
the black deck gets three first picks out of 
Urza’s Saga: three chances to get 
Pestilence and Corrupt. 

The Urza’s Legacy set, on the other 
hand, has more game-breaking commons 


be 


Team Rochester Draft Strategies 


in red, green, and blue than in white or 
black. If the player on the far right plays 
some combination of these three colors, 
that player will have three chances to 
draft Ghitu Slingers and Parches, Rancors 
and Simian Grunts, or Vigilant Drakes and 
Thornwind Faeries. 


“Stay Flexible.” 
Ranpy: Okay, I’ll admit that green is at its 
best in Urza’s Legacy and it makes some 
sense to put your designated player for 
green on the right to maximize his or her 
chance at Rancors, but | don’t think that’s 
always the best strategy. | think it’s better 
to postpone your color choices as long 
as possible so you can watch the draft 
evolve and try to react to it. You need to 
be more reactive in Team Rochester, not 
less reactive, because there are actually 
two different things you need to react 
against: your opponent’s deck and the 
cards you actually open. 

| always watch what our opponents are 
drafting so my team can set up favorable 
match-ups. If you postpone committing to 
colors until after your opponents have 
committed, you’ll have information you 


PRICE’S 


TRICKS 


Arms Dealer: Luca Zontini 


can use for your upcoming match. You 
often have some good cards of one color at 
this point, but you still can choose a sec- 
ond color that will give you a deck match- 
up advantage. 

For example, let’s say your opponent is 
drafting black and red cards. You should 
make an effort to draft white. That way, if 
there are any Masks of Law and Grace in 
Urza’s Destiny, you can draft them and put 
this incredible red/black hoser in your 
deck. Plus, you could pick up Rune of 
Protection: Red, Rune of Protection: Black, 


Embrace? Blind allegiance to the proac- 
tive draft plan that Dave recommends 
means you'll have to pass bombs like 
these or counterdraft them and dump 
them in your sideboard. 

If I’m on the left and | open a 
Pestilence —gee, | guess I’ll draft black 
this time. However, I’m not going to force 
black if | have to pass bombs. Instead, I’Il 
react to whatever truly great cards we 
open. | think it’s more important to play 
good cards than to set up colors that take 
advantage of some theoretical common 


For the unfamiliar, below is the card text for most of the examples used in this article, 


Pestilence 200 
Enchantment 

At end of turn, if there are no 
Creatures in play, sacrifice 
Pestilence. @: Pestilence deals 1 
damage to each creature and 
each player. 


Corrupt 5s@ 
Sorcery 

Corrupt deals to target creature 
or player damage equal to the 
fumber of swamps you control. 
You gain life equal to the dam- 
age dealt this way. 


Absolute Law, Absolute Grace, and 
Defender of Law—any of which can com- 
pletely wreck a black/red deck. 

Black/red decks can be powerful 
because they have so much removal, but 
neither color can handle enchantments. 
If you switch into white, you can really 
exploit this weakness. Of course, you 
might never get a chance to take Mask 
of Law and Grace, but there are so many 
white commons that hose black and red 
scattered throughout the Urza block that 
you’ll get some hosers no matter what 
happens. 

The other thing to watch is which bombs 
your team opens. Sure, you'll end up play- 
ing more Pestilences and Corrupts if you 
always put the player for black on the far 
left. However, this plan doesn’t maximize 
overall card quality. What if that player 
opens up a Morphling or a Serra’s 


WORK YOUR JUJU TO WIN THE FLIP. 


Expunge 2° 
Instant 

Cycling 2. Destroy target nonar- 
tifact, nonblack creature, It can’t 
be regenerated. 


Ravenous Skirge 2° 
Creature — Imp 1/1 
Flying. Whenever Ravenous 
Skirge attacks, it gets +2/+0 
until end of turn. 


distribution (which might not even mani- 
fest itself in the draft). 


“You're High, Randy.” 
Dave: | believe that if you decide on deck 
colors beforehand based on the quality of 
the commons in the sets, your team will 
end up with stronger decks than the 
opposing team will. Randy’s right; this 
can’t be certain in every single draft. You 
may not find any Pestilences or Corrupts in 
Urza’s Saga or Rancors in Urza’s Legacy. 
In the long run, though, proactive drafting 
significantly increases the chances that 
your team’s decks will get game-breaking 
commons. And if you choose colors that 
complement each other, stronger cards 
will make stronger decks. 

At the same time, my proactive strategy 
reduces the chance that your team will 

* continued on next page 


As in football, it’s usually better to receive, because this forces the kickoff team 


to draft 
have to make your first picks. 


DRAFT IT ALL! 


Make sure someone on your team drafts color, Even if the Urza’s Saga set 
has few good white commons, someone should draft white from the beginning. 
Otherwise you'll either have to counterdraft Serra Advocates and Tormented Angels 
later on (and not use them) or pass them to the opposing team (and get whacked 
by them). 


, possibly revealing its game plan before you and your teammates 


v 


Starter Info 


TEAM ROCHESTER IN 


10 EASY STEPS 


Two teams of three players sit down 
4 across from each other (you and your 
teammates are in a row). 


> oO 9 


TABLE 


Team B 


o oo @ 


Flip a coin to decide which team “kicks 
off” (opens the first three packs). The 
right-hand member of the kickoff team 
opens the first pack (seat #1 or seat #4). 
Assuming Team B won the toss and elect- 
ed to receive, player #1 opens the first 
pack, 


The teams now have 20 seconds to 
review the cards. Talking is against the 
tules, but you can send signals to your 
teammates (so what follows is a flurry of 
pointing at cards and pointing at players). 


Each player gets four seconds to draft a 
card. The draft order goes clockwise 
(also known as “to the left”) until every- 
one has taken one card. 


The last player to get a card from the 
pack (player #6) takes a second card. The 
draft order “bounces” (some would say 
player #6 is the “wheel”) and moves back 
to the right until each player has a sec- 
ond card. 


The draft bounces again at player #1 
(who takes a third card), and the dregs of 
the pack go back to the left again. 


Player #2 opens a pack. Follow steps 3 
through 6 again, with player #1 as the 
wheel. Repeat this process until all play- 
ers have opened one pack (ending with 
player #6). 


Player #6 mow opens his or her second 
pack and the draft order goes to the right 
(counterclockwise). Repeat steps 3 
through 7 with the draft going back to 
the right (so player #5 opens next, then 
player #4) until player #1 has opened his 
or her second pack. 


ONA Vr WwW 


After each player has opened two packs, 
player #1 opens his or her third pack 
and the draft order shifts back to the left 
again, with each player opening a pack in 
turn until player #6 opens his or her last 
pack. 


© 


In the end, every player has opened three 
10°: and drafted 45 cards. From these 

cards, the players build 4o-card decks; 
each player uses only the cards he or she 
drafted (plus any needed basic lands). 


—R. B. 
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have to choose between counterdrafting 
broken commons and passing them to the 
other team. For example, say your team 
decides to have the player on the right 
play red/green, the player in the middle 
play blue/white, and the player on the left 
play black (with a possible splash of 
another color). The opposing team 
decides to use Randy’s reactive strategy 


SP Oe Ce Ra eae 


normal booster or Rochester draft, you 
must draft a balanced deck that can win 
against anyone. That’s just not true in 
Team Rochester. You only have to beat one 
person and your deck doesn’t need to be 
well rounded to do that. Dave’s proactive 
strategy may result in decks with higher 
overall card quality, but | care more about 
winning my match than about making a 


A team using Randy’s reactive strategy 
doesn’t have this luxury. Color combina- 
tions must be decided on the fly based on 
the colors chosen by the opposing team, 
so swift and accurate communication is 
necessary during the drafting process. 
One botched signal could lead to disaster. 


Creature — —Shomad 2/2 
Echo. When Ghitu Slinger 

comes into play, it deals 2 

damage to target creature 
of player. 


Parch 2 
Instant 

Choose one — Parch deals 2 
damage to target creature or 
player; or Parch deals 4 dam- 
age to target blue creature 


Rancor 

Enchant Creature 
Enchanted creature gets 
+2/+0 and has trample. 
When Rancor is put into a 
graveyard from play, return 
Rancor to its owner's hand. 


Simian Grunts 2° 
Creature — Ape 3/4 
You may play Simian 
Grunts any time you could 
play an instant. Echo. 


Vigilant Drake te Mask of Law RoP: Red ie RoP: Black ie Absolute Grace 1 ¢@ 
Creature — Drake 3/3 and Grace Enchantment Enchantment Enchantment 
Flying. 2 @: Untap Vigilant Enchant Creature Cycling 2. #: The next Cycling 2. @: The next All creatures have protec- 
Drake. Enchanted creature has time a red source of your time a black source of your tion from black. 
protection from black and choice would deal damage choice would deal damage 
Faeries 106 protection from red. to you this turn, prevent to you this turn, prevent Defender oflaw 2¢ 
Creatu re - Faerie 1/1 that damage. that damage. Creature — Knight 2/1 
Flying. @: Thornwind | You may play Defender of 
Faeries a s 1 damage to Absolute Law l* Law any time you could 
target creature or player. Enchantment play an instant. Protection 
All creatures have protec- from red 
tion from red. 


and determines that a red/green deck 
would match up well against your team’s 
mono-black deck, so their leftmost player 
drafts red/ green. When the ed Legac 
packs are ope st 
has just one cha 
Ghitu Slinger! 
The draft is now going to the right 
(counterclockwise), so after that player’s 
pack, if a teammate to the right opens a 
broken green or red common, that player 
will be forced to draft it and waste a pick 
or pass it to your red/green player. Either 
way, this gives the proactive drafters a sig- 
nificant advantage. The proactive team’s 
red/green drafter gets five first picks out 
of Urza’s Legacy packs or forces the 
opposing team to waste up to two picks 
counterdrafting. 


“Know Thy Enemy.” 

Ranpy: For me, the biggest difference 
between Team Rochester and a normal 
draft isn’t the team aspect; it’s the fact 
that you know who you'll play against. In a 


OPPONENTS 


deck that looks good on paper. 

You not only want color hosers in your 
main deck in Team Rochester, you should 
rs during the draft 
r hosers. If your 
c and a Douse 
you should probably switch 
to blue. If your opponent is playing green 
and you get a chance at a King Crab, take 
it. You would never draft like that in normal 
Rochester, but this is a different format. 


“Reactive=Disaster.” 

Dave: There are other advantages to 
proactive drafting. Players may not talk 
during the draft, so you must communicate 
with teammates using hand signals. 
Signals allow for some communication, but 
you only have four seconds per pick so it’s 
really easy to misunderstand your team- 
mate’s signal. With predetermined colors, 
you never have to signal color choices dur- 
ing the draft, so there is little possibility 
that teammates will accidentally draft the 
same color or counterdraft one another. 


“| Never Said It Was Easy.” 

Ranpy: I'll certainly concede this point to 
Dave: reactive ting is harder. H 
the fact that s 
have natural w 


Green/white, for example, hasa ‘lot of 
trouble killing creatures. That makes it 
vulnerable to creatures with good special 
abilities, such as Field Surgeon, 
Thornwind Faeries, and Cinder Seer. 
These creatures are fragile against red 
and black decks, but they can devastate 
green/white. 

Blue and white have the most annoying 
utility creatures, so if your opponent com- 
mits to green and white, strongly consider 
blue and white. Green/blue also has pre- 
cious little creature removal, so the same 
rule applies. 

On the other hand, if your opponent is 
likely to draft a lot of annoying utility crea- 
tures, there are a lot of black commons 
that can deal with them, including fairly 


COUNTERDRAFTS 


easy-to-get cards like Twisted 

Experiment, Sicken, Swat, and Sick and 
Tired. Even if you don’t see any black 
removal on the table now, it still makes 
sense to take a Ravenous Skirge and other 
black cards because you will almost cer- 
tainly see black removal spells later. 

One last crucial item to keep in mind as 
you juggle match-ups is that a lot of pow- 
erful black spells destroy nonblack crea- 
tures. If your opponent gets a lot of these 
spells, you might want to switch into black 
to make those spells less useful. And if 
you’re involved in a black-on-black match- 
up, don’t value cards like Expunge or Bone 
Shredder as highly as you would in a nor- 
mal draft. 


Serra's Embrace 200 


Morphling sae 
Enchant Creature 


Creature — 


King Crab 4ae 
Creature — Crab 4/5 


no effect on your game plan. The reactive 
drafting strategy is more defensive, and 
unless your team drafts second, you may 
end up wasting your first three picks while 
you wait around to see what your oppo- 
nents are going to do. 


“Avoid Commitment.” 

RaNnby: My recommendations require a lot 
of information about what your opponents 
are up to. This is exactly why it’s advanta- 
geous to draft second. You get to watch 
your opponents divide up their early Saga 
picks before you have to divvy up the good 
cards your team opens. When you go first, 
you'll typically have to pick one of your col- 
ors before you know much about your 


Field Surgeon Cinder Seer 


Creature — Cleric rs 


Creature — Wizard nh 


draft second. There’s a very real possibility 
of counterdrafting a teammate or fighting 
over colors. Plus, Randy’s reactive strategy 
is based on the idea that certain color 
combinations and deck archetypes beat 
other ones consistently. In a draft environ- 
ment as diverse as the Urza block, there is 
little evidence that such ideal match-ups 
truly exist. 


“Nah. Play to Win.” 

RAanby: You won't always be able to set up 
ideal match-ups, but there’s an awful lot 
of information available if you just pay 
attention during a Rochester draft. You 
can probably do okay by merely dividing 
up colors ahead of time, but | think the 


Sick and Tired 2° 
Instant 


Twisted Experiment | @ 
Enchant Creature 


Shapeshifter 3/3 Enchanted creature gets 1 6, &: Put target green Tap an untapped creature 2. @, ©: Reveal any number Enchanted creature gets Two target creatures each 
4: Untap Morphling. @: +2/+2 and has flying. creature on top of its you control: Prevent the of red cards in your hand 43/4. get -2/-1 until end of turn. 
Morphling gains flying until Attacking doesn’t cause owner's library. next 1 damage that would Cinder Seer deals X dam- 

end of turn. @: Morphling enchanted creature to tap. be dealt to target creature age to target creature or Swat ieee Bone Shredder 2¢ 
can't be the target of spells Sicken this turn, player, where X is the Instant Creature — Minion 1/1 


or abilities until end of Douse 26 Enchant Creature number of cards revealed Cycling 2. Destroy target Flying;.echo. When Bone 
turn. 1: Morphling gets Enchantment Cycling 2. Enchanted crea- this way. creature with power 2 or Shredder comes into play, 
+1/-1 until end of turn, 1: 1 @: Counter target red ture gets -1/-1. less. destroy target nonartifact, 


Morphiing gets -1/+1 until spell. 
end of turn, 


In fact, if both teams make the obvious 
move of putting their player for black on 
the left as Dave suggests, both of them 
will end up passing cards like Bone 
Shredder. This may provide an opportunity 
for someone else to step in and become a 
third black drafter at the table. 


“Don’t Waste Those Picks.” 
Dave: Another advantage of using the 
proactive drafting strategy is that your 
team can just as easily go first or second 
in the draft. The strategy doesn’t depend 
on which cards the opposing team drafts 
but on the quality of the colors in the sets. 
So if the opposing team wins the coin flip 
and decides to draft second, it has little or 


use. But if you leave both of the cards on the table, your 
team’s drafter for red/green will get one of them unless some- 
one on the opposing team wastes a pick to counterdraft it. 


STUDY A.S.L., OR FAKE IT! 


You must develop a system of 


don’t counterdraft your teammates or fight over colors. 
These signals should at least cover color choices 


so you can declare the color you're 
drafting to your teammates. If you 


have communication problems, designate 


a team leader to make most of the draft 
choices for the team. 


opponents’ decks. When you pick that first 
color, it makes sense to think about the 
color distributions within the packs, as 
Dave explained. However, try not to com- 
mit to a second color until you have more 
information about your upcoming match. 
And, when you do receive, you can be reac- 
tive in selecting both of your colors. 


“Play It Safe.” 

Dave: In the end, proactive drafting 
increases the chance that your team will 
draft higher-quality cards than the oppos- 
ing team while leaving little room for mis- 
communication among your teammates. 
Reactive drafting as Randy proposes is 
plagued with problems. Your team must 


so you 


Monblack creature 


most successful teams will be those that 
can assimilate all the information about 
their opponents’ decks and then divide up 
the colors in the most advantageous way. 
Dave’s plan might result in a less stressful 
draft in which you draft higher quality 
cards, but—when properly executed—my 
plan should result in more wins. _ 


| 


Randy Buehler’s Team CMU drafted quite 
well in the Team Rochester portion of Pro 
Tour-Washington, D.C., coming in fifth out 
of 81 teams overall. David Price’s Team 
Deadguy didn’ t fare quite as well, leaving 
the King of Beatdown more time for 
extracurricular draft sessions. 


Gathscing | A Lighter Look at Pro Strategy and Superstition 


BY JAMIE WAKEFIELD 


ATT COMES OVER TO PLAY MAGIC, and we 
start talking. | draw my hand and play a for- 
est. Then, like a cartoon, my eyes snap back 
to my hand in surprise. Two Verdant Forces, 
three Llanowar Elves, an Elvish Lyrist, and the forest | just played. 
Oh crap, tee eg hand | should have mabe But | 


It’s all about the topdeck 
Topdecking is a skill that’s impossible to acquire, but it’s one 
that has a profound effect on the game—it can turn you from 
some random player into a giant-killer. Maybe you're playing 
apes: the current store champion or against a na 


is it’s a very tough skill to 
t, | just said that). 

Sa yi yeople don’t understand is the 
le for Lyrist and the other Elf.” The a ; 
the fact that on my third turn | have two Verdant Forces in hand 
| and the mana to play them. 


Oh cra p! lam sO bad at this game. 


Some of the card references have you Stumped? Not familiar with the abilities of a certain 
card mentioned in this article?)/Fear not, Action Fans! Now you can follow along at home! 
Verdant Force sane Ulanowar Elves ” Elvish Lyrist * Gaea's Cradte 

Creature —Elemental 717 Creature —Elf 1/1 Creature — Elf 1/1 Legendary Land 

At the beginning of each player's ®; Add. @ to your mana pool. @, >, Sacsifice Etvish Lyrist ®: Add @ to your mana pool for 
upkeep, you put a 1/1 green Destroy target enchantment each creature you control. 
Saproling token into play under 

your control 


Overrun 
Sorcery 
All cfeatures you'control get +3/43 
and gain trample until end of turn 


Masticore 4 
Artifact Creature 3/3 
At the beginning of your upkeep, 
you may choose and discard a card 
from your hand. If you don’t, sacri- 
fice Masticore. 

2: Masticore deals 1 damage to 
target creature. 

2: Regenerate Masticore. 


2002 


The ZEN topdeck 


Let’s start with the most common. The 

zen topdeck is the most surprising and 
game-winning topdeck of them all. The 
zen topdeck springs not from a sense 
of desperation or a sense of hope, but 
from a calm acceptance that you've 


The PTQ topdeck 

This is the most powerful topdeck 

of them all, because it’s a series of 
topdecks, one right after another. 
All day long, the card you need to 

win is the next card you draw. If 

you start with the perfect hand, 


The ELABORATE topdeck 

This topdeck is the worst. It never works, 
and it’s similar to the other topdecks in 
the way a Lion’s Eye Diamond is similar to 
a Black Lotus. This topdeck is the oppo- 
site of the zen topdeck, because it’s born 

of desperation and panic. You know only 


lost. A quiet, defeatist attitude is essential to sum- 
moning the zen topdeck. 

For example, your opponent is at 12 life. You're 
at 4. You have five 1-toughness creatures on the 
board. Facing them is a brand-new foil Masticore 
and two untapped lands. Next turn, your opponent 
is going to untap and gain control. The game is 
over. You almost scoop, but then, just for curiosity, 
you draw your last card. What's this? Overrun! Your 
weenies grow huge and trample over for exactly 12 
damage. Obviously, you're the best Magic player 
ever. 


86 toppveck 


but you’re missing lands, you will topdeck 

three lands in a row. If your opponent is playing 
your deck’s exact nemesis, he or she will be cursed 
by your PTQ topdeck and get 

color- or mana-screwed. In a mirror match, you will 
have far superior draws. 

There is no way to summon this topdeck, nor 
any way to practice it. The only thing to do is read 
the stars, carry seven lucky rabbit’s feet with you, 
and not get more than four hours of sleep the night 
before the PTQ. 


one card in your deck will save you, and with 
supreme mental effort you attempt to will it to the 
top of your deck. 

When you think the card is there, you snap it off 
the top of your deck and, in one fluid motion, raise 
it over your head as if it were the hammer of Thor. 
Then you notice that it’s not the Jokulhaups you 
needed, but another mountain. Extend the hand, 
you bad player. 


So how can | topdeck? 

Rare and precious are the times when | needed to draw an amaz- 
ing card, then topdecked the win. Infinite are the times when | 
slammed the top of my deck with the fury of a drunken boxer but 
received nothing to show for it. 

What is it that makes a great topdeck? The right draws, a lot of 
luck, and what else? Donating to the poor? Sleeping and eating 
well? Prayer and a life of chastity? A Jedi relies on none of these 
things. The things that make a great topdeck are these: luck — 
and building topdecking into your play style. That means one 
more thing. 


The right cards 
If you want to have spectacular topdecks, you have to build them 
into your deck. You can’t topdeck an answer if your deck is full of 
small-effect spells. In order to excel at the art of topdecking, you 
need to include cards like Overrun, Might of Oaks, Masticore, and 
Jokulhaups. 

Always remember the immortal words of Alan Webster: “You 
never get to discard your hand and sacrifice all your permanents 
to the glory of Kaervek if you’re not playing with Spite.” 


Jamie Wakefield manages to get around. He is currently residing 
in the forefront of your brain, but plans on leaving soon. | 


S pri ng fort h, burly rr. and Sa ve m of 6 


1e@e 
Druid 2/1 


put into a 


| Creature Instant Instant 


Artifact Creature o/o 
M a aton com 


The topdeck 
Similar to the elaborate topdeck, this 
topdeck is also summoned out of 
desperation, but it uses anger, not 
panic. Quiet, mild-mannered players 
have been known to transform into 
raging brutes while attempting to sum- 
mon this topdeck. You know that there 
are 47.9 billion cards in your deck that will save 
you, and you damn well better draw one! 

Smash the top of your deck with your fist as 
hard as you can, rattling not only your opponent 
but everyone within a 10-foot radius. Scream the 
name of the card you need to find on the top of your 
deck. (Usually, but not always, “Land!” Other popu- 
lar choices are “Living Death!” or “Wrath!”) The the- 
ory is that you hit the top of your deck so hard, the 
bad cards disintegrate. Once, Mike Flores slammed 
the top of his deck as hard as he could and the 
whole deck disappeared. 


The topdeck 

This is an abomination of a topdeck; 

there is far too much skill in this topdeck 
to make for an impressive performance. 
Your opponent just played some 
tremendous threat, and you can’t 

remove it with the cards available. You 

have two turns to live. 

This is when you ditch land to put two counters 
on your . Remove those two 
counters to draw two cards. Now untap, pay 2 to 
sacrifice your to get two more lands 
and draw another card. Draw your normal card. 
Feed the land to the Automaton, and then feed the 
other two cards that suck to the Automaton. 
Remove six counters, draw three cards, and— 
finally, on your second turn—untap, and draw 
the card that will save you. 


The topdeck 
As power goes, this topdeck is moder- 
ate in strength. You summon it by 
stroking the top of your deck 
gently. Rub the top card lov- 
ingly, telling it how very 


ajuaieg 008g :Sia yy Aajy 


As an additional cost to play 


from the game 


Starter Term 


MULLIGA 


When you dra 


precious it is to you. Say a little prayer, look heav- 
enward, and sigh deeply. Impress on the top card 
how very much you need it to be the card you are 
looking for. Beg it softly to be the card you need. 
Tell your deck you will love it always if it just gives 
you this one card. Set your eyes level with the top 
card as if you want a peek before you draw it. 
Slowly slide the card off the stack and flip it gently 
onto the table. Scream “Yes!” if appropriate. 


The topdeck 
The TDC topdeck is named 
for Team Discovery Channel, and this 
column wouldn't be complete without 
mentioning the greatest team of topdeck- 
ers ever to play the game. The TDC topdeck 
is unique in that you can only achieve it if 
you are playing with and 
-This topdeck is the funniest, 
most reliable, and most artful topdeck ever. 

First, you must Ritual out a horde of black wee- 
nies. Attack en masse, reducing your opponent's 
life to dangerously low digits. During your oppo- 
nent’s end step, play Demonic Consultation and 
shout, “Spring forth, burly protector, and save me!” 
(That's the official TDC war cry.) Name Kaervek’s 
Spite. Untap, attack with your weenies, and then 
sacrifice them all with a great deal of Spite, killing 
your opponent. 


ne “free” redraw, 


Mulligan for ANY me 
: One fewer card (als, ‘Son, but yoy 


“Oh my gosh! Might of Oaks!” 


“Nice Topdeck.” 
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THIS DECK’S A PILE! 


(Cc 
IX ihe Gethectiag | A New Crap-Tacular Deck Every Month! 


"PILE! 


will present a 


Welcome to “This Deck’s a Pile,” in which and 
new crap-tacular deck every month and try to make something out of it that you wouldn’ t 
smother a few seconds out of the womb. This month we look at the dreaded “Draw-Go 


Draw-Go 
Bargain 


3 Braidwood Cup 


2 Bone Shredder 

2 Palinchron 

2 Phyrexian 
Plaguelord 

4 Ravenous Rats 

1 Rayne, Academy 
Chancellor 

2 Skittering Horror 

4 Temporal Adept 

4 Thieving Magpie 


4 Counterspell 

2 Eradicate 

2 Fatigue 

2 Festering Wound 

4 Miscalculation 

2 Yawgmoth’s 
Bargain 


2 Faerie Conclave 
9 Island 
9 Swamp 


Bargain,” which ends up being not that great of a deal. 


This deck is a blue/black control deck that 
uses black’s superior creatures and creature control 
to supplement the permission spells of blue—the 
backbone of most control decks. 

The interesting twist in this deck is using a black 
card-drawer, Yawgmoth’s Bargain, over traditional 
blue cards like Whispers of the Muse and Stroke of 
Genius. This is a big step in the wrong direction. I'll 
hand off to Jon for the technical details. 

Yawgmoth’s Bargain simply isn’t the right 
card-drawer for this deck. The biggest strength 
behind nonmana card-drawing engines like Bargain 
or Necropotence is that they enable you to play mul- 
tiple cards each turn. However, spells that counter 
stay in your hand and require you to keep mana 


untapped instead of playing more cards, thereby tak- 
ing away one of the major advantages of the Bargain. 


The other big problem with playing Bargain in a 
control deck is what | like to call the “post-win 
syndrome.” Bargain costs six mana dur- 
ing your main phase (in addition to 
costing life to activate), so to use 
it, you must have at least six 
lands in play and a decent 
amount of life. And you don’t 
want to tap out to play a six-mana 
spell during your main phase, 
so you'll really need eight 
mana in order to play it with 
a counterspell backup. 


a 


w this deck, 


your step! 


But when a control deck is in this situation, it’s 
probably already won! That makes the Bargain a use- 
ful card only when the game is over. So, in addition 
to its lack of synergy with the permission spells, 
Bargain will almost never be relevant, thereby mak- 
ing it a totally useless card. 

So both Jon and | agree with the removal of 
Yawgmoth’s Bargain from the deck and the addition 
of Whispers of the Muse. Whispers can be used as a 
cantrip early in the game. Later in the game, it can 
be bought back as an instant at the end of your 
opponent’s turn. It avoids post-win syndrome and 
you won’t have to tap out for six mana during your 
main phase. Whispers is truly an amazing card. 

Big problem number two for this deck is that it 
only has 20 lands, and for some reason uses mostly 
basic ones. Perhaps the (mercifully nameless) deck 
designer realized if you only have 20 lands, 
Wastelands become such a huge problem that you 
simply have to take out all the nonbasic lands. 

| prefer to alleviate the Wasteland problem ina 
more intelligent way and play with a reasonable 
amount of lands in the first place. Historically, con- 
trol decks have played with a minimum of 24 lands 
and often use as many as 28 or 29. In this case, | 
think that this deck should probably include 25 or 26 
lands, and these should include more Faerie 
Conclaves, Wastelands, and Underground Rivers. Jon 
wisely agrees. 

The land distribution in this deck seems 
designed to guarantee that you'll never be 
able to actually play any of the 

spells in it. A deck with one- 

third mana will more often 
than not be unable to muster a 
land on the fourth turn, which is why 
even more aggressive decks such as 
Sligh and Green Weenie run more mana 
sources than that. 
So this deck has: 

© Twelve spells that 


Food Chain: Val Mayerik 
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cost more than three mana; 
* Cards that require a constant use of mana 
(like Temporal Adepts); 
¢ Eight counters that require even more lands 
to use optimally. 

Unbelievably, it has only 11 sources of blue mana 
and 9 sources of black, making color screw almost 
inevitable. 

Three things need to be done to fix this deck’s 
mana problems. First of all, more land must be 
added. To compensate for the increased land ratio, 
two more Faerie Conclaves and four Wastelands 
would be helpful in preventing mana glut, because 
these lands can be used for other purposes than 
simply providing mana. Also, four Underground 
Rivers go in, because they can provide both blue and 
black mana at little penalty. 

The other main changes are in the spell category. 
Only one color can support spells that need double- 
colored mana; in this deck, blue is the optimal 
choice, because both Counterspell and Thieving 


* 


f 
yourself with a deck that seems to have ‘ 1 


no land configuration that makes it work, A 
you need to be willing to identify which 

spells are making the mana tough and 
how they can be replaced. 

Problem number three: some cards 
just plain suck, and this deck is loaded 
with them. Check out these “winners”: 

¢ Fatigue. | guess this is just a crappy 
Memory Lapse. | can’t see the motivation 
behind this one. | find it difficult to envi- 
sion the playtest session where you end 
up saying “Man, Fatigue would have 
been the absolute BOMB right now!” 

© Festering Wound. This one’s appro- 
priately named—knowing this card could 
be drawn at any moment is like waiting 
for a wart you cut off with a pair of scis- 
sors to grow back. I'd prefer to make all 
my draw phases non-festering. 
© Braidwood Cup: Braidwood Crap. 


“Yeah, Moe, those teams SUS’ 


co be 


last night. They just plain : 
I’ve seen teams suck pos ped but 


the suckiest bunch of S sucks 


Magpie are powerful spells with @ @ in their mana 
costs. To accompany this change, we'll reduce the 
number of black spells, because there’s now signifi- 
cantly more blue mana. 

The final change is in overall spell cost. I’m going 
to replace the more expensive spells in the deck 
with cheaper alternatives. 

© Temporal Adept, intended to deal with annoying 
permanents, has been replaced with Powder Keg, 
which requires only 2 to play and no mana to activate. 

© We replaced the Bargains with Whispers. 

© The Eradicates and Shredders get replaced by 
the cheap instant Diabolic Edict and the “free” spell 
Treachery. 

¢ We replaced the Plaguelords. As a creature- 
destroying creature, Masticores are cheaper, need 
no colored mana, and are more effective at destroy- 
ing your opponent’s creatures. These advantages, 
along with the durability of Masticore and the many 
card-advantage engines this deck has, make up for 
Masticore’s stiff upkeep. 

With all these changes, the deck should much 
more often be able to play its spells and perform at 
an optimal level. 

Curis: And there you have it. This deck not only 
needs more lands but also better lands. Changing 
the spells will improve the mana situation as much 
as reconfiguring the actual lands. If you ever find 


¢ Rayne, Academy Chancellor. “Hey, Rayne, you 
really suck!” just rolls off the tongue. 

Your thoughts, Jon? 

Jon: The last thing to do is take out cards that are 
simply bad. These cards either have little impact on 
the game or cost too much for the impact they have. 
For example, Braidwood Cup, Rayne, Fatigue, and 
Festering Wound do nothing to elicit card advantage 
or to change the board. When you play them, you 
have simply tapped for mana and used a card for 
little or no effect. The same applies in this deck to 
the blah blah blah.... 

Curis: I’ll spare you the speech—you didn’t need 
the longwinded explanation on why you don’t play 
with Festering Wound. 

We took out Ravenous Rats to make room for 
extra lands, and the Palinchrons were replaced with 
the superior Morphling. What we now have is a deck 
capable of competing in a tournament, although it'll 
need updating to reflect the post-Mercadian 
Masques environment. [Check our website at 
www.wizards.com/duelist for an update— Masques 
wasn’ t out when Chris and Jon wrote this. —Ed.] 

How'd we do it? We found a combination of cards 
that had greater synergy, fixed the horrid mana situ- 
ation, and removed the cards that were complete 
dung. Piece of cake! And we all know how Jon likes 


cake... 9 


mi 


“This deck was SO bad, people 
were being sucked into it. With our 
special suits we were able to safely 
approach the deck and defuse its 
lethal suckiness.” 


After some final 
touches, our 
decklist looks 
like this: 


The 
Non-Sucky 
Draw-Go 
Bargain 

(Now Bargain-Free!) 


ArtiFacts (7) 
3 Masticore 
4 Powder Keg 


Creatures (6) 
2 Morphling 
4 Thieving Magpie 


SPELLS (22) 
4 Counterspell 
4 Diabolic Edict 
4 Forbid 
2 Lobotomy 
2 Miscalculation 
2 Treachery 
4 Whispers of 

the Muse 


Lanos (25) 
4 Faerie Conclave 
10 Island 
3 Swamp 
4 Underground River 
4 Wasteland 
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BY TOPDECK STAFF 


[though he’s played 


tournament Magic 

for quite some time, 
19-year-old KAI BUDDE practi- 
cally burst onto the Pro Tour 
scene this year when he won 
Grand Prix-Barcelona, playing 
just down the hall from the 
room where some of the best 
players in the world competed 
in the Duelist /nvitational. 

Now, Kai is on top of the 
Magic world, having won the 
Magic World Championships 
along with the Barcelona, 
Vienna, and Amsterdam Grand 
Prix—in the span of only six 
months. Next year, Kai will get 
a free trip to Kuala Lumpur to 
play in the Invitational. It’s 
good to be the champ. 

We recently got a chance to 
ask Kai a few questions about 
Magic, playing in the Pro Tour, 
and his phenomenal rise to 
World Champ. 


QO TOPDECK 


TOPDECK: First, tell us a little about 
yourself. How old are you? Where were 
you born? What do you do when you're 
not playing Magic? 

KAI BUDDE: | am 19 years old and was 
born in Koeln, Germany. Currently, | have 
to do some community service instead of 
going into the army. Unfortunately, that 
will prevent me from playing as much 
Magic as | would like to for a while and | 
probably won’t be able to attend as many 
premier events as | did last year. 

TD: How many Magic cards do you 
own? 

KB: | have no idea, but definitely too 
many. 

TD: Do you have a favorite kind of deck 
or a favorite color to play? 

KB: No, not really. | like to play any 
kind of deck except maybe blue 
counter/control. | just don’t like the help- 
less feeling you get if your opponent 
drops a first-turn Wild Dogs. But | do like 
to play other types of control decks (not 
counter-heavy type; more like Prison), as 
well as creature decks and combo-decks. 

TD: When did you first come across 
Magic? 

KB: | was introduced to the game by 
some friends. We were playing games like 
AD&D and Shadowrun when one of them 
brought some decks one day and we 
started to play. All of them have quit 
Magic now, which is too bad. 

TD: Have you always been a competi- 
tive player? Do you ever play “just for 
fun”? 

KB: | am very competitive and | really 
like to win. It’s not that | would quit if | 
lose (my finishes at the 1999 German 
National and the European 


What Makes a Champion? Find Out Here! 


PRO TOUR 


Championships were VERY subpar), but 
it’s certainly a good feeling to win. 

| really got hooked into Magic when | 
played my first tournament. | really like to 
play in tourneys and that’s one of the 
many reasons why | didn’t quit Magic 
when my friends did. 

TD: Tell us about your first deck. 

KB: My first deck was a mono-black 
Necro/discard deck with Hypnotic 
Specters, Mindstab Thrulls, Hymn to 
Tourachs, Drain Lifes and Nightmares. 
| made it just after Homelands was 
released and it was pretty good, even 
though | didn’t use Mind Twist since | 
thought it was too expensive to play 
(ha ha)! 

TD: How did you go from that first deck 
to World Champion and Pro Tour Player of 
the Year? 

KB: Koeln is arguably the best city in 
Germany when it comes to playing Magic. 
In the early days of the Pro Tour, my friend 
and teammate Frank Adler won PT-Atlanta 
and that marked the point when our team, 
the Cologne Conjurer Circle (CCQ), got 
more and more competitive. Many of the 
players from that time (we had almost 12 
players that went regularly to big events) 
have quit tournament Magic by now. Only 
the core of the team still plays (Dirk 
Baberowski, Markus Bell, and sometimes 
Frank Adler) but | think we are still pretty 
good at these magical cards. | believe we 
are the only team to ever win three Pro 
Tour events (Adler won Atlanta, 
Baberowski won Chicago in 1998, and | 
won the 1999 World Championships). 
Plus, we have the current Pro Tour Player 
and Rookie of the Year (me and 
Baberowski). 


TD: What advice would you give to new 
players? 

That depends on their goals. If you 
just started, you should play a lot and 
don’t quit if you lose. Only practice makes 
you good. And it’s quite important not to 
just copy decks off the Internet. Net decks 
won't help you. Build your own decks and 
tune them. You need to know why a deck 


that belong to chess players (patience and 
so on) and you need some sort of instinct. 
In Magic, there is always the random fac- 
tor of what your opponent has in his or 
her hand and even what he or she can 
draw. A good player calculates that and 
adapts to whatever happens. 

TD: What’s a typical week like for you 
when you’re preparing for a tournament? 


deck. My matches against John Larkin and 
Casey McCarrel were very close and 
almost always came down to topdecking. 
The quarterfinals at Grand Prix-Vienna 
were also very close. | was playing a High 
Tide/Mirror deck against Dirk Hein from 
Berlin and in the third (and final) duel, we 
were topdecking all the time. That was a 
pretty cool match! 


y first deck. was a mono-black, 


Necros discard deck... 


\te, o 


..though | didn’t use\Mind Twist since | thought it was too expensive! 


works and what exactly the deck does, 
and you can almost never do that with Net 
decks. 

Also, if your goal is to play on the Pro 
Tour, you have to be patient. Making the 
Tour doesn’t happen every day. There are 
very few players who qualify and can stay 
on the Tour. Oh, and the most important 
things you need to play tournament Magic 
are friends to playtest against and plenty 
of time! 

TD: What do you think makes a great 
Magic player? 

| think you need to have some skills 


Depends on the event. For the 
World Championships most of the German 
players came to Koeln the week before we 
left for the event, and we playtested all 
the time. But usually | don’t do that much 
preparation. Most of the time | just 
playtest the evening before the event. 

TD: Tell us about the toughest match 

you've ever been in. 

| played several very tough 
matches at the 1999 Pro Tour—New York. 
Almost every round was a tough match 
because | was playing U/R Academy and 
most of my opponents played the same 


TD: You’re the World Champ and Pro 
Tour Player of the Year. Are you the best 
Magic player in the world right now? 

| don’t think that you can say that 
someone is the best Magic player. There 
are many players who are on the same 
level and it is way too difficult to tell who 
is the best. 

TD: Thank you for taking the time to 
answer our questions, Kai. We wish you 
the best of luck in your community service 
work and hope to see you on the Tour very 
soon. 7, 


BE LIKE KAI! 


Ready to jump into the deep end of the pool? Organized Magic play can be a great way to take your game to the next level. 


Local retailers all over the world run 
weekly Arena League tournaments. It’s a 
great chance to get your feet wet in a low- 
key environment. You’ll get practice with a 
wide array of Magic formats—everything 
from Standard to the all-out wackiness of 
Goblin Wars. Prizes include premium cards 
only available through the league—cards 
that’ll get a second look from your oppo- 
nent when you add them to your decks. 

Check with your local 
retailer—they may already run Arena 
League events. Or check our website 
(www.wizards.com), which has a keen-o 
store locator in the Events section that'll 
point you in the right direction. 


Available for players 15 and younger, the 
Junior Super Series sees some big changes 
in the 1999-2000 season. Players can com- 
pete in more than 200 Super Series 
Challenges held around the world and hope 
to qualify for the Super Series Champ- 
ionships next summer. Everybody who par- 
ticipates in the Standard-format Challenges 
gets a premium card. The top finishers can 
earn college scholarship money, more pre- 
mium cards, and armloads of free booster 
packs! And one great young Magic player 
out there will get a $10,000 scholarship at 
the Super Series Championships at the end 
of the season. 

First, make sure you’re 
young enough. Then check our website for 
info on a Super Series Challenge near you. 
In the meantime, practice! 


and 

You can take a shot at the “gravy train” (the 
big-bucks Magic Pro Tour) at Pro Tour 
Qualifiers and Grand Prix events held 
throughout the Magic Pro Tour season. 
These are very competitive tournaments, 
and you'll see some of the best Magic in the 
world on display. You'll have a shot at thou- 
sands of dollars in prizes, but what the 
Magic aces are really eyeing is the coveted 
Pro Tour invitations that the top finishers 
will earn. 

Make sure you're good. 
Really good. Then watch (guess what?) our 
website for a PTQ or Grand Prix near you. 
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MAGIC: THE PUZZLING 


You and Skyler are playing a 
game with only Mercadian 
Masques cards. You are a bit 
behind when you draw Ghoul’s 
Feast. Although you have no 
creatures in your graveyard, 
you realize this card will allow 


you to win this turn. 


The answer is on page 125. 


Creature — Horror 
Trample 

You may sacrifice three biack creatures instead of 
paying Delraich's mana cost. 


Instant 
Target creature gets +X/+o until end of turn, where X 
is the number of creature cards in your graveyard 


Instant 
Destroy target nonblack creature. It can't be regener 
ated. You lose life equal to that creature's toughness. 
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Instant 
Lunge deals 2 damage to target creature and 2 
Gamage to target player. 


Instant 
You may sacrifice a mountain instead of paying 
Thunderclap’s mana cost 

Thunderctap deals 3 damage to target creature. 


Creature — Dragon al4 
1 @: Two-Headed Dragon gets +2/+0 until end of 
Two-Headed Dragon can’t be blocked except by two or 


more creatures. It may block one additional creature. 
(All blocks must be legal.) 


The Gathering | An EASY puzzle 


E R blue/white ¢ 14 life remaining 


| Every Cho-Arnm villager s a potental | 
warrtor; when they are called, they 


abandon ther peaceful toay of hfe and 
take up arms to defend it 


Fresh Volunteers * 2/2 


Protection from black 

] 1f an opponent controls a swamp 
and you control a plains, you may 
play Cho-Arrim Legate without 

| paying its mana cost 


Cho-Arrim Legate * 1/2 


YO U black/red ¢ 1 life remaining 


Rampart 


Battle Rampart © 1/3 


NO CARDS IN 
YOUR GRAVEYARD 


Shock Troops * 2/2 


A MODERATE puzzle 


You've played Mercadian Masques 
duels. But do you really know the 
Mercadian Masques set? This puzzle is a test 
to see if you've been paying attention. All you 
need to do is tell me which occurs more in 
each set shown on this page. The answers are 
on page 125. 


Goblins Insects 
Mercenaries Spellshapers 
Rare Legends uncommon Walls 
Cards starting with J 

cards starting with U 
1/2creatures 2/1 creatures 
Creatures with first strike 
creatures with trample 
Creatures with haste 

creatures with swampwalk 
Blue instants red sorceries 
Black creature enchantments 
green global enchantments 
Cards with word choose 

cards with word reveal 


Cloud Sprite * 1/1 Extravagant Spirit * 4/4 


Protection from a color 

an alternative play cost 
Creature— Monger 
illustrated by Michael Sutfin 
Cards with word shuffle 
cards with X in rules text 
1/1 creatures 

cards with words combat damage 
(two answers) 

Artifacts 

Silent Assassin * 2/1 Primeval Shambler * 3/3 cards with word nonartifact 
Black sorceries 

cards with titles of 6 letters or less 
Cards with word flying 
cards with words first strike 
(two answers) 

. 2/2 creatures 

cards with word sacrifice 
(four answers) 

. Green cards 

cards with word sacrifice 
(four answers) 

. Cards starting with S 

cards with word discard 
(five answers) 


High Market 


Swamp (3) Mountain (4) 
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solve problems to advance to new areas. It’s 
not really an action game, although you drive all 
over Pokémon Island trying to “shoot” Pokémon 
for Professor Oak. It’s simply a lot of fun for kids 


and adults alike. 


ee 
Pokémon 
POCKET MONSTER MEETS SHUT TERGUG 


IN THIS ADDICTIVE N64 GAME 


By peter whitLley 


es # okémon Snap is a strange game. It’s not 
me a & exactly a puzzle game, although you need to 


Your Poké-mission, Should You Choose to Accept It... 
You’re Professor Oak’s assistant. He’s sent you on a mission to acquire snapshots 
of all the Pokémon you can find. To help you, he lends you a cool little cart that 
travels along at a reasonable pace (think Jurassic Park). But this cart can drive, 
float, and even fly. You can’t steer the cart, but that frees your hands for more 
important things, like snapping photos. 

You eagerly jump into your little truck-thing and take a drive down the beach of 
Pokémon Island. Right away you see all sorts of pocket monsters, and you can start 
snapping photos—but be aware that you only have 60 available exposures on your 
roll of film, so don’t go TOO crazy. Still, if you’re careful, you should easily be able to 
take all the photos you want. Eventually you reach the end of the beach course and 
you return to Professor Oak’s laboratory to show off your work. 


| Don’t Know Art, but | Know 
What | Like 
Professor Oak is quite the critic and you don’t want to 
waste his time. He likes Pokémon that are nice and 
big (but not too big), are in the middle of the pic- 
@ ture, and are doing something interesting. Once 
Graphics ) 


Pokémon Snap 


Story you decide which photos to show him, he will 


grade each shot by awarding you points per 


How Professor Oak Helps Out 

As you improve, the Professor will give you new 
tools to help you out. Sometimes you'll need these 
tools to open up new areas of Pokémon Island. 


Peter Whitley thinks 
Ansel Adams could have 
had more subjects in 

his photos if he'd only 
used apples. 
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FLASH AWAY! Capturing Pokémo 


Pokémon. At first you may only be able to show him 
some boring fly-by pictures of Pidgeotto, but after 
your abilities and reflexes with the camera improve, 
you'll be able to get all sorts of cool pictures! 


Do the Shutterbug 

After you take enough pictures, new areas will open up 
for you. Professor Oak will set goals for you to achieve. 
At first, he may want you to take pictures of different 
Pokémon. Later, he may want you to get a certain num- 
ber of points. He will even tell you to take pictures of 
particular things, like the hard-to-find Pokémon signs! 
If you do really well taking pictures, you'll discover 
which Pokémon is behind the crazy island. @ 


oe me me TOPDISC TOP DTS CTOPDI SL [SCTOPDISC | 


DDD TIPS & TRICKS <<< (9 


Just started playing Pokémon Pinball? Try 


oe 
these tips to catch lots of Pokémon and not O a m O n 
(quite) go crazy. 


Pinball 


By WLLL mcoermott 


|_| Pokémon Pinball 


To get huge point totals (in the bil- 
lions), you need to play and conquer 
the bonus levels in each field. These 
will net you 50 to 100 million each, 
but the big bonus is getting to the 
Mewtwo stage (which the manual 
doesn’t tell you about). 


DIGLETT STAGE (RED FIELD): 


GENGAR STAGE (RED FIELD): 


MEOWTH STAGE (BLUE FIELD): 


The slots are the key to this game. They give you Ball Savers, SEEL STAGE (BLUE FIELD): 
Catch ’Em and Evolution Modes, Bonus Stages, and (most 
importantly), double Pikachus. The Pika-Pikas are always 


charged and appear on both exit lanes, so you can never lose 
that ball in the lanes. MEWTWO STAGE (BOTH FIELDS): 


CONTROL THE BALL BRIGHT LIGHTS, BIG POINTS 
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arwinter js 
Nights 


BLACK ISLE STUDIOS 
DELVES INTO 


D&D 3RD EDITION 


| ndulge me in a bit of make-believe: 

It’s late in the year 2000 and the real new 
millennium is about to begin. 

Wizards of the Coast has published the new 
Dungeons & Dragons 3rd Edition rules, and the 
streamlined playability of the new rules has lured you 
and your old college D&D buddies back to the game 
again. Mike is trotting out his ranger character. Linda 
is playing her warrior. You’ ve got your halfling thief 
ready to go, and Eric is, of course, acting as DM. 

You’ ve wandered through town and purchased 
supplies, and now you’ re out in the wilderness. The 
trail forks, and as you spend time arguing with Mike 
about which branch to take (some things never 
change), you hear Eric say, “Uh-oh, looks like some- 
thing wandered up.” Great. A basilisk. You want to 
reach through the phone lines and strangle Eric. 


Phone lines? That's right. You’re playing 
Neverwinter Nights, a D&D 3rd Edition computer 
game, over the Internet with your old friends who've 
drifted like dandelion seeds across the country. 
Neverwinter Nights is currently being developed by 
BioWare and Interplay’s Black Isle Studios, the same 
team that gave us the smash hit Baldur’s Gate (NN is 
scheduled to ship in the fourth quarter of 2000). The 
game is not related to the online “Neverwinter 
Nights” once hosted on America Online. 


Versatility & Variety 

Neverwinter Nights promises to be the Swiss army 
knife of D&D computer games, enabling you to do 
just about everything. It will ship with a full single- 
player game that can also be played as a multi- 
player game over the Internet. You can team up and 
play against the computer Al, or a player can 
actually serve as DM, spawning in basilisks and 
other nasties, restoring hit points, spawning in a 
DM-controlled hero to help the party, guiding the 
actions of NPCs, and more. 

Neverwinter Nights will also ship with a game 
editor that players can use to create their own mod- 
ules. These mods can be played either solo or in 
multiplayer mode. They can also be linked together 
to form a campaign. BioWare and Interplay plan to 
host servers where their creators can upload these 


by mark asher 


modules. Others will then download the modules 
for solo play or play them online. 

Action & Acceleration 

Bioware has been working on this game for more 
than a year. It was announced at Gen Con, and | was 
able to get a hands-on look at it there. Graphically, 
the game looks beautiful. It uses the Omen engine, 
which Bioware developed for another game (MDK 2). 

The engine is fully 3D and the default camera 
view is similar to that in Baldur’s Gate, a kind of 
overhead three-quarters view. You can move the 
camera around, zooming in and out, panning left 
and right, and so on. Light-sourcing was also spot- 
on—that old chestnut magic missile illuminates the 
area as it speeds toward its target. 

Finally, Bioware’s incorporated a new technique 
called motion blur to add realism. As a character 
swings a sword, for example, both the sword and 
arm will blur a bit to help indicate the motion. 


“. 


Command & Control 

The Neverwinter Nights interface is also quite strik- 
ing. Longtime gamers may be used to interface but- 
tons erupting all over the screen like teenage acne. 
In NN, the interface is invisible most of the time, 
appearing only when you need it—simply right-click 
on anything with which you can interact (object, NPC, 
monster, your character, and so on), and a radial 
menu appears with available options displayed a la 
Planescape: Torment (another Bioware/Black Isle/ 
D&D collaboration). It’s brilliantly simple. 

While Neverwinter Nights may be a great way to 
play D&D 3rd Edition, there are by necessity some 
limits. Characters will not be able to progress 
beyond 2oth level; there will be no swimming; 
horseback riding and many other features remain to 
be seen. Expect over 200 spells and monsters, some 
nifty options like “dual-wield” weapons and the 
ability to disarm (rather than simply chop up) oppo- 
nents. If this game lives up to the immense promise 
it shows, you might need to use a little “dual-wield 
and disarm” of your own just to get acopy. @ 


a. 


Neverwinter Nights 


with Gathering of Developers’ Darkstone. 


Darkstone 


ACTION GAME SEEKS ROLEPLAYER 
FOR LIGHT-HEARTED DUNGEON ROMP 


By peter whitLley 


Excuse me? Could you save the world for us? 

The forgettable backstory of Darkstone has something to do with collecting six or 
seven...oh, crystals, | think. Ultimately, however, the point is slaughter. Granted, 
your victims are ugly, malicious beasts who would do it to you first if they weren’t 
as dumb as rocks. You're a killing machine, armed with your victims’ best weapons 
and spells and hungry for power—and you’re willing to kill hundreds of nasties to 
achieve your goal. Oh yeah, you’re saving the world, too. 


The elf needs food! 


Although marketed as such, Darkstone isn’t much of a roleplaying game. That is to 
say, | haven’t found any roles to play unless the role is “that guy who shows up in 
town and does nice things for people all the time.” Darkstone is an action game any 
way you slice it. You begin the game by creating a two-person adventuring party 
from a pool of several classes: amazon, warrior, wiz- 
ard, sorceress, monk, priestess, assassin, and thief. 

As your two little 3D dudes go on their rampage 
of terror, they gain experience points and easily 
earn new levels. With each new level gained, you’re 
awarded six points to distribute among the char- 
acter’s four stats—strength, vitality (for hit 

points), dexterity, and magic (for mana points). 
Each of the classes has subtle differences in its 
starting statistics, but as the characters go up 
in level, you can boost their stats any way you 
like. Furthermore, there are no class limitations 
on the items you find—but there are stat 
@) requirements. If you’ve been putting points into 
your warrior’s strength for eight levels, don’t be 
Werail surprised when he can’t cast a cool spell that 
he finds later. However, what began as a sorcer- 

ess could actually become an able-bodied war- 
rior through the miracle of stat bonuses. 

There are skills you can purchase in town from 
one of the shopkeepers. Some of them are very use- 
ful. Others blow. In the early levels, warrior classes 
can use forester to find food for free in the woods. 
But when you need food, you’re usually in a dun- 
geon and food’s so readily available that the skill 
becomes unnecessary. 


Darkstone 


Gathering of Dev 


Story 


ements 


© 
Graphics ) 
Gameplay 6 ) 


Value 


The dungeon crawl with which we’ ve all become intimately familiar is brought into the 3D present 


This self-styled RPG—which (make no mistake) is quite reminiscent of Diablo—takes adventuring and 
gives it a slick new makeover with today’s technology. Fortunately, Darkstone also supports all of the 
widely accepted conventions of the genre—level advancement, beaucoup magic use, and generally 
rewarding players for hacking subterranean denizens into teeny pieces with large, sharp implements. 


Each class has several skills unique to it. For 
example, warriors and amazons can learn orienta- 
tion (which will display the entire map of a dun- 
geon) but will never be able to learn how to 
recharge a spent staff or wand. 


Cool! Cruise control! 

Because Darkstone is a simple point ’n’ click game, 
traveling over long distances might have been a bor- 
ing, time-consuming affair. Fortunately, there’s a 
handy “auto-travel” option for frequently visited 
areas and “magic portal” spells aplenty. 

The system requirements are somewhat high for 
such a straightforward game. | doubt we'll ever 
develop true Artificial Intelligence when all the sys- 
tem resources are spent on graphics. Darkstone 
doesn’t really need cool little 3D-rendered charac- 
ters and monsters. It doesn’t really need the fancy 
cloud and lighting effects. And it really doesn’t need 
to let you smoothly zoom in and out or circle around 
your characters for a better view. But it’s sure cool 
that you can! If you’re a sucker for this kind of func- 
tionality, and a lot of us are, you won't be at all dis- 
appointed. However, one might be disappointed at 
the long load times and choppy game play on any- 
thing less than a Pentium 233. 


It sounds like a fun multiplayer game. 
Nope. It ain’t. It’s a boring multiplayer experience. | 
suspect that adding a multiplayer option was more 
of a marketing decision than one of game play. | 
could play the same game by myself and not have to 
split the treasure or experience with anyone else. 

Essentially, GoD has made a very sensible game. 
It has all the elements needed to keep you goofing 
off in front of your computer for a few weeks, and 
does not disappoint in any huge way. I’ve heard it 
many times already, but it bears repeating: If you 
liked Diablo, you’ll love Darkstone! @ 
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Another Time - Another Life - Another You 


Defend your kingdom from hostile nomads. 
Slay dragons to obtain their hordes of gold. 
Make friends from across the globe. 

Fight other players in arena combat. 

Fall in love and marry. 


Explore dungeons in search of magical artifacts. 
Join the community of thousands called the Nexus. 


eee ee System Requirements 


Pentium 90 

16 MB Ram 

Window 95,98, or NT 
Internet connection 

Quick and easy download! 


s Free trial www.nexon.net/kingdom 


©1999 Nexon Inc. All Rights Reserved. Nexus: The Kingdom of the Winds is trademark of Nexon Inc. Created and published by Nexon Inc. 
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Space Marines, Tyranids, and Eldar Warriors assem- 
ble for battle on the scorched and distressed battle- 
fields of distant planets. Bright-colored uniforms, 
armor, and insignia assault the eyes of onlookers 
and participants alike, as though the warriors want 
to be targets—they’ re visually calling out their ene- 
mies. Distortion weapons, vibrating blades, and 
missile launchers mix with weird psychic powers to 
call forth lightning and the forces of Armageddon. 


TH E€ WA im 4 us M M E€ “ 40, 000 fired across more than one hex). As with RoW’s World 


War II ancestors, you start with a basic army and fight 
ELDAR GENERAL your way through several battles (in this case, 24 
related battles in the campaign). After each victory, 
you get to apply your glory points (instead of the pres- 
tige points used in PG) toward the purchase of new 
units. During the battles themselves—again, as in the 
WWII games—letting your units rest enables you to 
uch is the world of Warhammer 40,000 AD. It _—_ spend glory points to reinforce individual units. 
began on the gaming tables of England, As the WWII battles of Panzer General II were 
where players would paint bright armies of linked by the flow of the historical chronology, RoW 
Warhammer 40 K: miniature soldiers, tanks, artillery, and robots. has a chronology tied to a definite storyline. In this 
Rites of War Then, the players placed their armies on scale- campaign, you’re rescuing the world of Davinuus from 
gic Simulat (Ss model terrain that featured buildings, ruins, moun- the ravaging specter of the human threat. You’re an 
tains, and trees. Large-scale battles could be Eldar General, and your chieftain tells you that the 
Premise fought on the tables using dice, movement rules, world is crying out because of human atrocities and 
PE he ape and the brilliantly painted figures. Tournaments, that restitution must be purchased—with the blood 
h other on your Pt ay figure-painting contests, and plenty of fiction inthe | of the humans as the currency of exchange. 
Warhammer universe soon followed. 
Trouble is, as compelling as both the fantasy SPOILS OF WARHAMMER 
Story Gz) and far-future science fantasy universes of 
Warhammer may be, neither setting is immedi- 
Graphics © ately accessible to those of us who paint figures 


By johnny Lt. wLLson 


ey a ee that look more primed than painted. . i ee ae 
Internet play Instead, we get computer games—the real- € 
aes time strategy game set in the Warhammer fan- . . c ; 
www.ritesofwar.con tasy universe, Dark Omen (published by +a 
Electronic Arts), and the turn-based strategy 1) 
Overall game set in the Warhammer 4oK universe and 38 
published by Strategic Simulations, Inc. > 


Johnny L. Wison, Something Old 


co-author of The Official SSIs game, Warhammer 4oK: Rites of War, is a turn- 
Strategy Guide to Civilization: based game built on the Panzer General II engine. 
Call to Power, claims Anyone who enjoys playing PGI! will definitely enjoy 
his addiction to RoW is playing Rites of War (RoW). Point-and-click movement 
endangering future is based on a hex-grid map. Combat is handled both 


articles for TopDeck. melee style (when units are adjacent to each other) 
and in ranged combat mode (in which weapons are 
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Something Eldar 
Rites of War isn’ t merely a straight conversion of the Warhammer 4oK universe 
to the Panzer General system. It uses the system, but it also has wrinkles of its 
own. Here are the main differences: 


, a Taking towns and victory point locations in Panzer General merely earned 
points toward victory. Buildings and installations in RoW have additional sur- 
prises— enough surprises that it’s sometimes advisable to take the option to 
continue searching the map after you've met the victory conditions. 
Sometimes, entering a building will enable you to “find” Eldar artifacts that 
add defensive value or offensive punch to your units. At other times, you'll 
pick up additional units or experience points by going into a building. Once 
in a while, you'll encounter a trap in which your unit takes damage. It’s a nice 
feature, and it means you can never take any map for granted. 


RoW lets you train units. Depending on your style, you'll have a chance to 
upgrade your veteran units when you're about halfway through the cam- 
paign. Once units have earned enough experience points, they'll show up on 
the roster screen with a “+” sign next to them. This means they’re eligible to 
train. Click on the training button and you'll be given a price for upgrading 
and the name of the elite unit you'll end up with. Click to confirm your choice 
and you'll suddenly have the elite unit (usually called Exarchs) that’s analo- 
gous to that unit type. For example, Dire Avengers become Dire Avenger 
Exarchs. This feature makes you feel even worse when you lose a veteran 
unit during one battle or another. 


There are no glory points displayed on-screen during the scenario. In the 
other “General” games, you knew how you were doing at all times and could 
buy reinforcements whenever you had the prestige points to do so. In RoW, 
you can purchase new units only when you go to the army management 
screen between battles. 


The scenario designs are better balanced in RoW. PG II tended to provide 
engagements in which large armies met on roughly balanced terrain or sce- 
narios in which you assaulted or defended one static point. RoW has these 
basic missions but also assigns you the task of destroying all enemy forces, 
gaining and holding a position, assassinating a bad guy within a certain 
number of turns, escorting a unit to a specific locale, and more. You always 
need to read the scenario objectives in RoW. In the WWII games, it was pretty 
easy to deploy on the map and just take the victory point locations. 


Something Right 

By converting Warhammer 4oK to the system, SSI 
has provided a real service to those of us who like to 
contemplate colorful maps and leisurely consider our 
tactics. It isn’t the adrenaline pumper you'll find in 
Warhammer: Dark Omen from Electronic Arts, but it is 
the type of addictive, cerebral play that keeps gamers 
like me coming back for more. The downside is that 
you can play the campaign only from the Eldar per- 
spective. The upside is that this game’s really well 
designed and it contains a scenario editor. If you liked 
Panzer General II at all and you’re fascinated by the 
vibrant, colorful world of Warhammer 4oK, RoW is a 
must-play experience. It’s significantly better than | 
expected, and | was hoping foralot. @ 


Dark times, demonic foes, magical weapons, and 
heroic deeds are so common as to be mundane in 
the world of computer roleplaying games. Yet Clans 
brings back single-character, larger-than-life dun- 
geon romps with a vengeance. Old-timers will rec- 
ognize the themes and style of play as being akin to Abilities 
Gauntlet, Rogue, and Dungeon Hack (if not the 
more turn-based Temple of Apshai). Newer gamers 
will scope the screen and immediately pronounce 
Clans to be another Diablo clone. 


HACK & ROLE REUNION [eee 


By johnny L. wLLson 


attributes, but that’s it. You can’ 


hile Clans certainly does owe a lot to the 

hack-and-slash action/adventure roleplaying 

games that have gone before, it has some 
cool elements that just might increase the fun factor. 


Role with the Punches 
The setup is simple. Four Clans of differing cultures 
and races (two human, one elven, one dwarven) 
have lived in harmony for generations. Their 
erstwhile foe, a demon believed to have been 
Story (G)) vanquished during a darker age, has manifest- 

‘ : ed itself once again. Said demon must be 
a , Graphics © bearded in the dragon’s den (the seventh and 
or noone final level). In order to accomplish this, a repre- 
250 MB hard driv e sentative hero from one of the four Clans must 
pay go through six other levels—a forest and castle 
sequence; the requisite lava-filled underworld; 
an abattoir of torturous devices fiendish enough 
to make Gene Wolfe’s Severian proud; a level of 
mundane residences; a garden that represents 
the royal courtyard; and the royal apartments. 

The human hero can either be a well-balanced war- 
rior or a barbarian with some magical aptitude a la 
Conan. The elven hero can only be a sorcerer and the Combat is extremely similar to that in Diablo. 


dwarven hero can only be a warrior. Naturally, all have Move the cursor over your target until the cursor 
advantages and disadvantages, but the levels play the _ transforms into an image of your active weapon. 


same way and in the same order of encounters with Right-click while the transformed cursor is over the 

all of the character types. target and you'll strike a blow. As in Diablo, combat | 
Exploration is efficiently handled with a point- can quickly degenerate into a click-fest. Fortunately, | 

and-click interface. Find a hot spot, such as a door- the Al isn’t quite as tough as the Al in Diablo, so you 

way, a cavern entrance, or an object that lights up don’t always have to deal with wave attacks featur- 

when the cursor travels over it, and click on one of ing all the random monsters on a given level. Still, 

the arrows to be transported to the next screen. You combat is largely a matter of readying the right 

can click on the axis symbol to the left of the inter- weapon before the encounter and it often ends up 

face at any time to call up a location-based map. proving “The one with the most clicks wins.” 
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Tell Me a Story 

Fortunately, there does seem to be more story to 
Clans than there is to Diablo—at least, a little bit 
more. Within a cavern, you find a wizard imprisoned 
in a pool. He asks you to find and burn his spell- 
book in order to set him free. By doing so, he 
assists you (mildly) in moving forward in your 
quest. Pieces of parchment with hints on them are : . 
to be found rather more frequently in Clans than move them in the proper order unth at KN 2 
one would expect in a less literate age, but they three pressure plates are pressed at the } 
certainly advance the adventure. 

Unfortunately, the story elements are sparse, 
restricted by the fact that there’s no conversational 
interface. You merely trip the program’s flags by 
reaching certain locations and, as a result, you get 
some canned dialogue to advance the plot. The 
Story is also a little too linear for most roleplayers’ 
taste. You must complete the wizard’s quest in A SZ ZG EZ A A 
order to get an axe in order to cross the stream in 
order to reach the gates to reach the grounds to 
find the keep and win the game that Jack built. 


In order to open the portcullis, you'll PLATE MAIL 
have to push these barrels around like a 
medieval warehouseman. You'll need to 


same time. Once you shove a barrel, it . 
will slide until it hits a wall or another 
barrel. Be certain you're in the right spot 
behind a barrel when you push. This OPPOSITES REACT 
sequence of capsule-sized screenshots 

shows the correct order of play. 


Clan-Destined Conundrum 
The big advantage that Clans seems to have BEER BARREL POLKA 
over its spiritual forefathers is that it has a 
few clever puzzles. Puzzles like the barrel 
puzzle pictured in the sidebar remind me 
pleasantly of games like Spectrum HoloByte’s 
old Soko-Ban (apparently Japanese for “ware- 
houseman” or “security guard”) and the 
shareware game Curtis the Crateman from 
Soleau Software (available on the Web as BARREL ROLE 
Crateman on most shareware sites). 
BURN CENTER The good news is that even when 
the puzzles are as old as the genre 
itself, they are cleverly woven into oy | 
the fabric of the game and presented Al . 
in a very attractive implementation. 
If you’re looking for new puzzles, 
though, you’re probably looking in the 
wrong place. 
Of course, the biggest conundrum with 
regard to Clans is whether or not to recom- 
mend purchasing it. It’s sure to offer a pleas- 
ant diversion to those merely looking for a 
dungeon romp with classic puzzles. | don’t 
know, though, if it offers enough for the . 
Diablo crowd. It has multiplayer capability but mm = 
requires considerably more setup and match- . 
making than Blizzard’s battle.net implementa- SPARE KEG IN ROUND HOLE 
tion. The game is fun for me in single- 
player mode. I’ve tried all four 
characters and find the game to be 
just right for that 20 or 30 minutes 
of hacking and slashing that every 
gamer needs per day. In short, think 
of Clans as Diablo-lite if you’re an cy 
action gamer and as Diablo-plus if 


CORNER SOCKET 


STREAM OF CONFIDENCE 


SUCCESS! 


you’re an action/adventure gamer who 
loves puzzles. @ 
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Crave Entertainment brings us a beautifully ren- 
dered and entertaining RPG. Although Jade Cocoon 
borrows liberally from the omnipresent juggernaut 
that is Pokémon, the folks at Crave add their own 

spin to the “pocket monster” concept. 


JADE COCOON TREADS FAMILIAR 
BUT ENTERTAINING GROUND 


3 By TeeuwYynn 
"2 ere Pe 


- — ss A Father’s Legacy, A Son’s Destiny 
In Jade Cocoon: Story of the Tamamayu, you play 
Jade Cocoon: Levant, a young man destined to become a Cocoon 
Story of the Tamamayu Master like his long-lost father. As the story opens, 
Levant awaits his destiny with his fiancée, Mahbu. 
Mahbu is a member of the Nagi, a race of people who 
can perform powerful magic. There’s not much time for 
romance, though, as a group of Onobubu—Locusts of 
Apocalypse—swoop down on the village, putting many 


of its residents into a deathlike slumber. Only a and background music splendidly convey a strong 
St Cocoon Master can save the villagers. fantasy feel that is both unique and otherworldly. 
may @® It’s time for Levant to grow up. In the game, you guide Levant through the land of 
, Cocoon Masters use music to charm the danger- _Parel, which consists of a series of small (perhaps a 
Graphics @® Se ‘ : ; ; : 
ous minions of the forests into cocoons provided bit too small, in some cases) yet beautifully crafted 
by Nagi women like Mahbu. Once cocooned and forest and village settings. Levant moves from one 
Gameplay @© ’ : st. : : J 
purified by a Nagi woman, captured minions location to another, completing your goals. It’s easy 
Val @® become allies who will fight for you in battle. to maneuver from place to place, although in some 
4 Unfortunately, the use of Nagi magic harms its screens the location of the exit is unclear. Battle loca- 
practitioner. Levant’s father so hated to see his tions are diverse and interesting, providing a good 
Nagi wife’s suffering that he left in search of a backdrop for the colorful creatures fighting in them. 
cure for this terrible problem. He never returned. Game play feels like a cross between Final 
As Levant, you must search for a cure to your fel- Fantasy and Pokémon, although the game does not 


low villagers’ affliction. To succeed in this quest, you _ have the epic scope of the former and the monsters 
must follow in your father’s footsteps and learn the are not as saccharinely cute as in the latter. 


arts of the Cocoon Master. When you run into a forest minion or bad guy, you 
Ti l enter battle mode. 
"ll never die. A World of Myth 

The world of Jade Cocoon is a mixture of Asian and Minion Wars 

Native American folklore styles. Many villagers tell As in Final Fantasy VII, battle mode is turn-based. 


Levant myths relevant to the story. Crave’s graphics You can choose to fight or to summon a minion to 


TOPUTS 


Just Trying to Merge 


fight for you. When a minion you're bat- Here’s your chance to play mad scientist! 


‘ tling gets low on hit points, you can Using Nagi magic, you can pick any two 
? attempt to capture it in one of your captured minions and merge them. You 
Pokéba—er, cocoons. You can also use always get a chance to undo a potential 
helpful items or magic to aid you. merge before it happens, so there’s no rea 
If a minion is currently fighting for you, it son not to experiment. 
can use any special powers or magic it has In general, when you merge two “pure” 
instead of a regular attack. You can switch minions (a fire minion with a water minion, 
between minions or return to Levant during for example), you will get a half-and-half 
battle, which takes less time than most minion. This new minion will have both the 
actions, so you often get a second action in advantages and the disadvantages of each 
after a switch before your foe gets to element. In addition, it will probably get at 
attack again. You can also attempt a least one special or magic attack from each 
retreat, although this doesn’t always work. of its parents. These merges get more com 
Because you can see monsters coming, plex as you add in new elements. If you’re 
you can avoid some unwanted battles alto- not careful, though, you can begin to lose 
gether by running around minions. some of the minion’s abilities by creating too 
One action that seemed less than com- diverse a “blend.” 
pelling was defending. Although you take Merging also affects the minion’s HP, 


less damage from attacks and regenerate mana, attack/defense, speed, and level. The 


some mana when you defend, | found game represents increases in blue and 
defending to be a losing strategy. decreases in red, so it’s easy to tell how 


The minion battles are entertaining to good or bad a given merge is. You can 


watch because there’s a good number of 

special effects and maneuvers. The crea- 

tures themselves are pretty nifty, and it’s especially 
interesting to see new minions you have created 
through the merging process (see sidebar). Your 
minions grow as they gain experience and their 
appearance becomes more formidable. 

You can only fight with one minion or with Levant 
at any time, so battles are fairly simple. You'll quickly 
grow tired of the capture sequence, which takes per- 
haps ten seconds to run and happens every time you 
attempt to capture a minion. 

Should you lose a battle, don’t worry too much. 
You won't die. You’re merely kicked back to the 
entrance to the forest. Minions get “knocked out” 
instead of killed, although you have to go back to 
Mahbu to revive them. 


From Larva to Butterfly 
You gain experience by capturing minions. Levant 
doesn’t gain any experience for killing forest min- 
ions, although if one of Levant’s minions kills an 
opponent, that minion will gain experience. Both 
Levant and any minions fighting for him go up in 
level a la Final Fantasy VII. You have no choice in 
where you allocate your experience, and new cap- 
ture levels simply increase your abilities (HP, magic 
and physical attack/defense, and speed). 
Although you can pick up some items in the forest, 
your primary source for weapons, armor, mugwort 
(to heal yourself), liquor (to heal your minions), and 
other goodies is the town shop. Your only source of 
income comes from captured minions. You can have 
Mabhu spin captured minions into silk and sell it at 
the shop. Be careful, though—once Mahbu spins a 
minion into silk, you can’t get that minion back. 


Hold the Minions 


There are well over 100 minions in 
Jade Cocoon and they really provide 
the heart of the game’s play. Each 
minion has an elemental affinity 


(earth, wind, fire, or water). Each ele- 


ment is strong, neutral, or weak to 
each other element. For example, 
water is stronger than fire, weaker 
than earth, and neutral versus wind 
or itself. 

Different elements have specific 
powers and magic available to them. 
When you capture minions, you can 
take them back to Mahbu, who can 
merge them for you. Merging min- 
ions is by far the coolest aspect of 
Jade Cocoon. You’l| want to experi- 
ment with this a lot. 


Wrap Up (Get It? 

It’s a Cocoon, And...) 

Jade Cocoon is a diverting little 
RPG that packs a surprising 
amount of story and territory into 
one disk. Although it’s derivative of 
both Final Fantasy and Pokémon, 
the enjoyable story, beautiful 
graphics, and intriguing merging 
mechanic give it an identity of its 
own. If you like RPGs with simple, 
turn-based battles and the chance 
to create your own creatures, you'll 
like Jade Cocoon. © 


increase the level of a given minion by com 
bining two minions of the same level. 
Physically, the minions you create often 
look very cool. Usually a merge will map the 
colors of one minion onto the physical form 
of the second minion, creating the new crea 
ture. You can examine three generations of 
your minion’s family tree to see how you got 


your creation to its present state. 


Endless Corridor and Arena 
Modes 
Besides its regular RPG mode, Jade Cocoon 


has two other modes. 


Battle Arena 
In the Battle Arena, you and a friend can 
make your minions fight mano a mano to 


see who's the real Cocoon Master 


Endless Corridor 

You can only play Endless Corridor mode 
after you've completed the game. Here, you 
can venture through randomly generated 
forests, fighting and capturing increasingly 
badass minions. You can continue to evolve 
your minions and make them fight to your 
heart's content, and you can continue to 
experiment with merging to create bigger 
and better creatures that you can then use 


in the Battle Arena. 
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You COULD WIN COOL PRIZES 
. from the new Fossil™ expansion just by 
Ni building your own Fossil theme deck for 


the Pokémon™* trading card game. 


All you have to do is enter your deck 
idea on our website for a chance 
to win the grand prize! 


winner will receive: 


© | display of Fossil booster packs 


© 2 Fossil theme decks 


e | Starter Gift Box 


ures, GAMEFREAK, Pokémon, 


Foujl. and the official Nintendo seal are trademarks of Nintendo. 


trademarks of Wizandeot the Coast, Inc 


www.wizards.com/Pokemon 


Brought to you by TopDeck™, 
the official Wizards of the Coast® magazine. 
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HOW TO USE THIS GUIDE 
The prices presented here are the result of a nationwide survey of 
retailers. All prices, high, median, and low, are real. The median is 
similar to an average price (also called the mean in high-falutin’ 
mathematical terms). The difference is that the median is an actual 
value that is located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the number of 
values. The variations between high, median and low reflect the dif- 
ferences in regional supply and demand. The index shows the change 
in the median from last month's DPL Amounts in the index column 
are black when a card's value increases, and red when it decreases. 

The high and low are best used to determine the price range for 
a given card. When purchasing cards, it's very likely that the price 
will fall somewhere between the listed high and low, and is likely to 
be closer to the median than to high or low. 

When trading cards, it's best to compare their median prices. The 
high and low often fluctuate depending on demographics. For the 
most stable comparison, the median is the way to go. The tradability 
rating (TR) can also be used to help determine the demand for a card. 


CARD CONDITION 

Fresh out of the pack, cards are almost always in mint condi- 
Gon, Cards that are not straight out of a booster may still be in mint 
condition but typically are not, unless they've been protected some- 
how since opening. 


Wear Mint—Upon first inspection, mint and near mint condition 
cards should seem identical. Near mint condition cards are differ- 
ent only by the virtue of one or two barely detectable marks. All DPI 
prices are for mint/near mint condition cards. The distinction is so 
minor that one or two indiscernible marks do not devalue the card. 


Very Fine-Bearing one or two smal! but noticeable marks, which 
can include small scratches, whitened corners, and minor scutf 
marks. Very fine condition cards are worth about 70-90 percent of 
4 mint/near mint version of the same card. 


Fine-Cards that have many minor defects—whitened corners, 
scratches, and scutf marks—but no major marks, such as creases, 
folds, or extensive scuff marks. Fine condition cards are worth about 
60-80 percent of a mint/near mint version of the same card. 


Similar to a card in fine condition, but with more pronounced 
defects, or one or two major marks. Good condition cards are worth 
about 30-70 percent of a mint/near mint version of the same card. 
Poor—Heavily played, creased, or folded cards are considered to be 
in poor condition. Generally, poor condition cards that are not in 
limited supply have little or no value. Poor condition cards that are 
difficult to find in mint/near mint condition are worth about 10-50 
percent of @ mint/near mint version of the same card. 


/he Fine Print—The prices listed are based on the experience of the 
authors and a select group of nationwide consultants. They are pre- 
sented as a guide for information purposes only. No one is obligat- 
ed in any way to buy, sell, or trade according to the prices. 


Condition, rarity, demand, and the reader's desire to own determine 
the actual price paid. No offer to buy or sell at the prices listed is 
intended or made. Buying and selling is conducted at the reader's 
risk. Neither the authors nor the publisher assume any liability for any 
losses suffered for use of, or any typographic errors contained in, this 
guide, All value estimates are presented in U.S. dollars. 


SECONDARY MARKET GUI 


time when we all have a few extra bucks in our pockets to Spend — 
on trading cards. It’s the time of year when game product sales i 
are at an all-time high. The question on every dealer’s mind is, “What do | # 


stock up on and what do | mark down?” 


POKEMON 


First and foremost on the list is the Pokémon TCG. Despite the fact that this — 
game was released only recently, most dealers who jumped on the band- | 
wagon experienced more success with Pokémon than with Magic this year. _ 
Few retailers expect the high profit margins and product shortages to last al 
much longer. That brings us to the question, “Should you stock up on : 
Pokémon or blow it out while it’s still hot?” 


The instant success of the Jungle expansion set shows that Pokémon is stil, 


a very strong seller. Prices on foil singles from both the Base Set and Jungle 
hardly ever drop below $10, and the demand is as strong as ever. | expect this 
trading card product this year. It is, however, unclear whether Poké-mania will ce 
2000 holiday shopping season. 


Verdict: 


RATH CYCLE 
The Tempest expansion is—hands down—the bestselling Magic: The 
All good things must come to an end, however. Now that Rath Cycle has left 


as many people play Extended or Vintage (includes Type 1 al Type 1.5). Pla 
their Cursed Scrolls and Mox Diamonds from decks to trading binders. At first, 
in the number of people playing Extended, but supply will soon be greater than ¢ 
beat the inevitable rush, you may want to trade away your Rath Cycle singles a 
it. If you wait too long, you may end up trading them away at a significantly 


Verdict: Gattis 


FOIL CARDS 


Foil cards are still a new animal. With only the Urza’s Legacy and Urza’s Desti 
it’s not easy to make long-term projections. For both expansion sets, foil ca 
same pattern—regardless of the card, rares are worth about $25. After am 


drop, and they keep dropping on all except the most playable foil cards. While 


stock up on Mercadian Masques foil cards (and foil basic lands!) for the ho 
you should try to clear out your inventory of Legacy and Destiny foil cards W 


Verdict: Gatti a 


CLASSIC GAMES (NETRUNNER, BATTLETECH, VAMPIRE, RAGE 
Rumor has it that some of these games may be getting new cards, although 


been confirmed. Latest I've heard, Wizards of the Coast was going to release ht 


aged together—a box would come with 12 booster packs of each game. [ 
est Netrunner news—Ed.] If that’s the case, players may be interested in g 


games and find out which rare cards are hot. 
Verdict: 


Alex Shvartsman 
(ashv@concentric.net) 
is an independent 
professional trader. 
Every month we ask 
him what he thinks, 
and he just tells us. 
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Phone: (605) 361-4343 111 North Pennsylvania Street Phone: (718) 921-0450 Phone: (541) 345-2568 Fort Worth, TX 76116 
i Contact: Larry Kohlman Indianapolis, IN 46204 Contact: Reynaldo Torres Contact: Stuart Bracken Phone: (817) 244-7311 
| dragons den @ideasign.com Phone: cu) 237-0398 Jam's Comic Connection Gambit Games Contact: Chuck Royal 
bs Level 12 Contact: Kevin Dolen 435 King Street 1037 Northwest Brooks Street magic_grandstam @ hotmail.com 
gy 114 W 2nd St tte@indynet Littleton, MA 01460 Bend, OR 97701 ory & Steel 
Casper, WY 82601 Dragon Fire Comics Phone: (978) 486-1099 Phone: (541) 330-8196 1585 Cimarron Plaza 
Phone: (307) 266-5303 1800 HW 86th Street Contact: Joan Sekelsky Contact: Brad Irwin Stilater, OX 74075 
Contact: Mark Bull Cite, 1A 50325 Jamscomics @mail.com Games Plus Phone: (405) 372-3905 
splort@ cate.com Pane: (315) 270-3371 Lenex Sportscards & Gaming 17612 140th Ave NE Contact: Jason Lewis 
The Splash Page - Missoula Contact: Doug & Jf 55 Pittsfield Rd Woodinville, WA 98072 ivorystl@ionetnet 
1900 Brook 8 tages fre @onallmsacon Lenox, MA 01240 Phone: (425) 485-7295 Pegasus Loft 
Missoula, MT 59801 Galaxy Cards & Comics Phone: (413) 637-2243 Contact: Donald Fortis 2731 Southwest Parkway Suite 46 
Phone: (406) 543-9944 2707 urora Avenue Contact: Ba tat gamespls @isomedia.com Wichita Falls, TX 76308 
Contact: Scot Pel ecient ceceiibthetihdtiadhiie Somerville Entertainment Phone: (940) 682-7571 
scat @ thespashpage.com pond divi llestral Ground - low York 8008 W Scartale Comact: Shelton Fugate 
acess troy £22 20h See a oe Boise 10 83704 peg @at. quik cam 
Mio-ATLANTC paaqren! Gealcom les Yok W tant Phone: (208) 368-5277 
All Star Comics & Cards Games Galore Phone: (212) 633-1288 Contact: Ken Somerville West 
1151 Quentin Ré 7 University Avenue mara gins oad somerent @ micronet All Star Baseball 
' Lebanon, PA 17042 Madison, WI 53715 penpals 912 § Robertson Blvd 
Phone: (717) 228-1855 Prone: (608) 288-1800 bate ware 4 SourHensr Los Angeles, CA 90035 
* Contact: Kenn Furman Contact: Jason Moungey an Rennie Hingis Selpes Blackthorn Phone: (310) 652-2904 
Comicquest idmounge @ students wisc.edu 761 Conte Geet 1430 Highway 70E Contact: Richard Lo Scalzo 
Heroes Comics Chester, NH 03036 
1328 Chestnut St 4562 Chi Phone: (603) 483-2276 Dickson, TW 37055 allstarcards @ earthlin.net 
f Emmaus, PA 18049 fate 4 ae po Phone: (615) 446-6057 Amazing Comics & Cards 
Phone: (610) 966-0199 fash ak cane ~ ws wine Contact: Mark Amoruso 5555 Sterns Street Suite 103 
Contact: Tom Barnes eh - a eae bikin! @aoLeam Long Beach, CA 90815 
a i@enter.net fe Yat Hens Oeaded on ana . Bunjee’s Books and Comics Phone: (562) 493-4427 
- Game Trader 2350 € Sp 11 Bd Reaeen on 1414 Highway 16 W Contact: Dan Farias 
e 428 Portage Trail seneie een? Page hone Griffin, GA 30223 amazingcomicscards @ woridet att net 
rf Cayahoga Fals, OH 44221 say hay J be Phone: (770) 412-6723 Arizona Collector's Paradise 
rm Phone: (330) 822-4263 Sans Methiniys Contact: Regan Hurst Contact: Bil Philips 1849 North 74th Street 
; Contact: Lee McLean mull Olgas rah-cacos @home.com smiveins @ aol.com Scottsdale, AZ 85257 
z ein Gnee Kahok Cards ae TS Games Galore - Raleigh Phone: (602) 970-6744 
¢ Legends Collectors Emporium 104 $ levies Wilton Mall 8570 Glenwood Ave Contact: George Velez 
1757 George Washington Memorial Hwy Callens, 02208 Saratoga Springs, NY 12866 Raleigh, NC 27612 wpa @aol.com 
Glouchester Point, VA 23062 Phone: (618) 345-6453 Phone: (518) 564-2699 Phone: (919) 781-4283 BCS Books & Comics 
Phone: (B04) 642-5515 Contact: Michael Casal Coser: Beng Chang Contac: Chris Kilmeyer 701 Inwood Or 
r Combat: Robert Bear dziyent @lcon Cuiinnna pmcrae @ belsouth.et Bryan, TK 77802 
4 webmaster @legendsmtg com Outer Limits/White Cap Comics The Brass Dragon Neutral Ground - Atlanta Phone: (409) 848-7412 
ae. Richmond Comix 1120 Burton $W 272 Main $i 281 South Main Street 103 8 Contact: Guy Jones 
ie 8517 Midlothian Turnpite Wyoming, Mi 49509 Torrington, CT 06790 Alpharetta, GA 30004 jroark @troyber.com 
Be Richmond, VA 23235 Phone: (618) 452-1348 Phone: (860) 489-5262 Phone: (770) 753-0030 Court Jesters 
ps Phone: (804) 330-3460 Contact: Dan Collins Contact: Brian Muhibaier Contact: Rudy Edwards 1117 E Main Street #102 
7 Contact: Frank Miller rax2man @a0l.com brassdragon @ snet net efreet @ mindspring.com Alhambra, CA 91801 
“it richmix @cybrwks.net $ & $ Collectibles The Game Zone Outer Limit Comics Phone: (628) 284-2607 
> Spelibinders 3506 $ 22nd St 903 Central Avenue #8 100 N. Houston Lake Blvd. Contact: Frank Burr 
te 257 South Water Street St Joseph, MO 64503 Dover, NH 03820 Centerville, GA 31028 frank @ courtjesters.com 
at Kent, OH 44240 Phone: (816) 233-4413 Phone: (603) 749-2242 Phone: (912) 953-7867 North Coast Role Playing 
ty i Phone: (330) 673-2230 Contact: ton Bradiord Contact: Mark Hutchinson Contact: David Davenport 09 E St 
: Contact: Paul Burdick candesenguing Qenteeengeingamn The Grid ded127 @aolcom Eureka, CA 95501 
- zuranguy @ aol.com Sibley Lumber Centers 687 Main St Underground Games Phone: (707) 444-2288 
oy Total Access Games 25212 Harper Avenue Manchester, CT 06040 8316 Pinevile-Matthews Road Suite 903 Contact: Barry Osser 
7217 Stanewall Partway $1 Clair Shores, MI 48081 Phone: (860) 645-9008 Charlotte, NC 28228 oss !norp @mailnorthcoast.com 
7 Mechanicsville, VA 23111 Phone: (810) 772-2020 Contact: Kart Dignam Phone: (704) 543-7400 Thunder & Lightning Cards 
r Phone: (804) 559-1124 Cader ened ened the_prid @yahoo.com Contact: Jason Vogt 1716 Colorado Boulevard 
; Contact: John Bowles phd! 1 @juno.com Wayne's Cards & Comics underproundgames @ perigee.net Los Angeles, CA 90041 
el total-access @ mindspring.com The Tenth Planet 711 Putnam Pike Phone: (323) 341-5600 
P 200 West Lincoln Hwy Greenville, Ri 02828 SoutH Contact: Art Soghomonian 
Mhowest Schereville, IN 46375 Phone: (401) 949-0022 Bibliotech Books and Comics tigaming @ aol.com 
, Big League Baseball Cards Supply Phone: (219) 322-2902 Contact: Wayne Martin 123 £ Main 
: | 527 North Sheridan Street Contact: Matt Johnson wmartin7 11 @aol.com Shawnee, OK 74801 
aa | Crown Point, IN 46307 nertin @comnetcon set Phone; (405) 275-9494 


On this page you'll find the names of all the retailers 
who've contributed their price lists. Without their 
help, we wouldn't have any prices. Part of their 
reward can be seen throughout the DPI, in the form 


store in your area that you didn’t know about, give 
them a call. They could be closer than you think. 
Our “financial consultants” are some of the most 
skilled traders in the United States. Bill Macey, Dan 
Bock, Randall Newell, and Alex Shvartsman will be 
keeping us up to date on which Magic cards are 
being traded and which ones are just collecting dust. 


If you're a retailer who has 
an extensive inventory of 
out-of-print caards, contact us 
at (425)-254-2212 

or 

to become a DP! contributor 


of “Shop Talk.” Every month Shop Talk will feature 
eight contributors, one from each region, voicing 
their opinions about a variety of topics. If you see a 
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SoHo re 
O by Michael Mikaelian 


HOW IS JUNGLE STACKING UP? 


Although most of you can’t wait to get your hot little 
hands on the Fossil expansion, the Jungle set is still out 
and about. We thought we’d get the lowdown from our 
contributors on Jungle and on the Pokémon game in 
general, as they seem to know a lot of people who dig it. 


Seems that most of you are buying as much 
Pokémon as you can get your hands on, and that you 
prefer Nidoqueen ever so slightly over the rest of the 
big jungle Pokémon. 
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Jungle booster packs have Fe 
been popular. But when it o> 
comes to singles, it seems 

that the Base Set sells much 

more quickly. 


has been the 


most popular single Jungle 
card in our store. 
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Puzzle Box 


ngutar 


Jcats 


Verduran Enchantress 


Vergo 
Volcanic Dragor 


Volcanic Geyser 


DRAGON’S DEN 


At first jungle was as popular 


ewmmecwmeocxe 


ee) 


cmeowmowmocece x 


1.00 
1.00 
4.00 
1.00 
4.00 
5.00 
1.00 
100 
1.00 
9.00 
4.00 
1.00 
700 
1.00 


as the Base Set. But, jungle 
being a smaller set, sales 
have slowed a bit. Most 

customers have all the jungle 
cards they need. 


has sold more 


often then any other jungle 
single. Most likely this is 
because it can go into any deck, 
has 9o HP, and it can Paralyze 


and Confuse other Pokémon. 


CHRONICLES 


$7500 $75.00 $7500 2 
S100 85.00 8000 2 


Complete Set 
ter Display 


Booster Pack 


Typical Comm 


114 «TOPDECK 


400 
40 


299 
025 


1.00 
6.00 
3.00 
3.00 
3.00 


250 
0.10 


300 2 


0.50 
050 
050 
3.00 
050 
050 
0.50 
050 
0.50 
5.00 


300 2 


300 2 
300 3 


245 
0.10 


7 


0 


Abu Ja'far 


Akron Legionnaire 


Angelic Voices 


Arcades Sabboth 


Axelrod Gunnarson 
yesha Tanaka 
zure Drake 
Banshee 

: Bar's Cage 

1.25 = Beasts of Bogardan 
: Blood Moon 


: Blood of the Martyr 
125 : Book of Rass 
)2 ; Bronze Horse 
: Chromium 
City of Brass 
coon 


aw Giant 
Cyclone 

Dakkon Blackblade 
Dance of Many 


Arena of the Ancients 


U3 


‘oncordant Crossroads U 


U3 
U 
U 
U 


)25 : Enchantment Alteration U3 


> Erhnam Djinn 

0.25 : Fallen Angel 
idon's Cane 

ire Drake 

Gabriel Angelfire 
lets of Chaos 
»blin Artisans 
Hell's Caretaker 
Horn of Deafening 
Wwory Guardians 
Jalum Tome 


Jeweled Bird 
Johan 
Juxtapose 
: ind's Edge 
1.00 : Nebuchadnezzar 
0.25 : Nicol Bolas 
Obelisk of Undoing 


Palladia-Mors 


U3 
U3 
C2 


Petra Sphinx U 
Primordial Ooze U3 

0 Puppet Master U3 
Rabid Wombat U 

Rakalite U 

Recall U3 
Revelation U 

0 Soulsinger U 
U 

U 

U 

: U3 

1.00 + Shimian Night Stalker U3 
100 : Sol’kanar, Swamp King U 
; U 

U3 

U3 

U 

5.00 : The Fallen U3 
? The Wretched U 
Triassic Egg U 


SSSESEEEEEEESSEESEEES 
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The Gathering 
+ > Nem 


Vaevictis Asmadi 
Voodoo Doll 
Wall of Opposition 
Wall of Wonder 
Witch Hunter 

Xira Arien 
Yawgmoth Demon 


025 ; 


005 


m ORENAISSHNCE FE 


Typical Card 


Ali Baba 

Angry Mob 
Ashnod's Battle Gear 
Backfire 

Ball Lightning 
Black Mana Battery 
Blue Mana Battery 
Bronze Tablet 
Carrion Ants 
Clockwork Avian 
Colossus of Sardia 
CoP: Artifacts 
Coral Helen 

Cosmic Horror 
Crimson Manticore 
Detonate 

Diabolic Machine 
Divine Transformation 
Elder Land Wurm 
Fellwar Stone 
Fissure 

Greed 

Green Mana Battery 
Inferno 

Ironclaw Orcs 
Junin Efreet 

Killer Bees 

Kismet 

Land Tax 

Lewathan 

Mana Clash 
Mishra's Factory 
Oasis 

Rag Man 

Rebirth 

Red Mana Battery 
Shapeshifter 
Sindbad 

Spirit Link 

Strip Mine 

Sylvan Library 
Tawnos's Weaponery 
Tempest Efreet 
Tetravus 

Time Elemental 
Triskelion 

Uncle Istvan 
Untamed Wilds 
Urza's Avenger 
Visions 

Whirling Dervish 
White Mana Battery 


Boester Pack 
Typical Common 


Abu Ja Far 
Aladdin 

Aladdin's Lamp 
Aladdin's Ring 

Ali Baba 

Ali from Cairo 
Army of Allah 
Bazaar of Baghdad 
Bottle of Suleiman 
Brass Man 

City in a Bottle 
City of Brass 
Cyclone 

Dancing Scimitar 
Desert 

Desert Nomads 
Desert Twister 


: Diamond Valley 
0.04 : Drop of Honey 
0.75 } Ebony Horse 
Elephant Graveyard 
El-Hajjaj 
0.08 Erhnam Djinn 


Eye for an Eye 
Flying Carpet 

Flying Men 

Guardian Beast 
Ifh-Biff Efreet 

Island Fish Jasconius 
Island of Wak-Wak 


0.45 Jandor's Ring 
Jandor's Saddlebags 

0.50 Jeweled Bird 

0.20 : Jihad 


$0.25 


10 
1.0 


4.00 
1.00 
1.00 
1.00 
1.00 
200 
200 


$0.25 


$1.00 
1.00 
200 
1.00 
1.00 
6.00 
200 
200 
1.00 
200 
200 
200 
200 
1.00 
1.00 
200 
1.00 
1.00 
200 
200 
1.00 


$0.20 


$0.25 
025 


02 1 


$125.00 $100.00 $90.00 
20 10 075 
$600 $400 $300 
S00 600 500 
60 500 30 
600 500 300 
50 400 30 
S000 8500 55.00 
50 400 30 
0 1400 1200 
60 500 30 
50 300 20 
BH 500 80 
0 2000 00 
60 40 30 
60 500 30 
30 300 200 
30 200 10 
50 400 300 
6500 5750 4800 
4500 40.00 3000 
600 500 300 
3200 25.00 2000 
600 500 300 
00 2500 600 
6 500 30 
60 500 30 
5 500 40 
6000 5700 4000 
00 2500 1200 
539 500 300 
4000 3500 2800 
60 500 30 
60 500 300 
50 400 30 
3500 3000 2500 


ARABIAN NIGH 


> Junin Efreet U2 

0.50 ; Juzam Djinn v2 

: Khabal Ghoul U3 

= King Suleiman U2 

: Kird Ape cs 

> Library of Ale 3 

> Magnetic Mo 3 

> Merc Ship U3 

Mijae Djinn U2 

Moorish Cavairy Cs 

> Mountain C1 

> Oasis U4 

038 = Old Man of the Sea U2 

> Oubliette C4 

> Pyramid U2 

Repe Blacksmith U2 

Ring of Marit U2 

Rukh Egg 3 

Sandals of Abdallah U3 

ndib Djinn U2 

U2 

U2 

U3 

Singing Tree U2 

Sorceress Queen U3 

Stone-Throwing Devits C4 

Wyluh Wot C5 

138 Ydwen Efreet U2 
038 : 
038 ; 
100 ; 

138  Booste 


: Typical Common 


C4 
U2 
C4 
C4 


? Artifact Ward 


1.00 : Ashnod's Altar U2 
0.50 : Ashnod’s Battle Gear U2 
3 Ashnod's Transmogrant U3 
138 : Atog 
0.50 : Bronze Tablet 
0.75 andelabra of Tawne 
tanul Druid 


ay Statue 


Colossus of Sardia U 


1.38 
0.38 : CoP: Artifacts U3 
1.00 Helm U 
umble C4 
: Cursed Rack C 
0.38 : Damping Field U3 
038 : Detonate U3 
0.50 : Dratna’s Restoration C4 
1.00 ; Dragon Engine 7] 
: Dwarven Weaponsmith U3 


gy Flux U3 

0.38 idon's Cane C 
1.00 Gaea's Avenger U 
te to Phyrexia U3 

1.00 Goblin Artisans U3 
1.00 ; Golgothian Sylex U 
: id U3 
Hurkyl’s Recall U3 

Wwory Tower U3 

11.50 : Jalum Tome U2 
} Martyrs of Korlis U3 

: Mightstone U3 

1.00 : Millstone U3 
1.00 : Mishra’s Factory (Fall) U 
? Mishra’s Factory (Spr) € 

? Mishra's Factory (Smr) U 

0.49 : Mishra’s Factory (Wir) U 
10.00 ; Mishra's War Machine U 
1.00 : Mishra’s Workshop U 
1.00 belisk of Undoing U 


nulet 
ish Mechanics 
Ornithopter 


5.00 nyrexian Gremlins C4 
1.00 : Power Artifact 3 


owerleech U3 


: Pries awgmoth C4 
: Primal Clay U3 
: Rakalite 1) 


econstruction 1] 


: Reverse Polarity | 
: Rocket Launcher U3 
Sage of Lat-Nam C4 


? Shapesh U 
: Shatterstorm U 
> Staff of Zegon C4 
? Strip Mine (Narrow Step) U 
Tower) U 

b (Wide Steps) ( 

e (Steps, Sky) U 

U3 

iv] 

Tawnes's Coffin U 
Tawnos's Wand U3 
Tawnos's Weaponry U3 
Tetravus U 


— 


SaSSSssesbstsssssstsse 


$2500 $25.00 $000 4 400 
075 


600 500 2 
150.00 12500 5 

21. 200 3 30 
15.00 10.00 

250 200 3 
100.00 8000 5 
449 300 1 § 
500 400 1 10 
50 30 1 200 
250 100 2 050 
500 300 4 
300 200 1 059 
2300 600 3 5 
400 200 1 
20.00 1200 2 
300 «(200 1.00 
31.00 2500 2 10 
10.00 600 2 
500 4002 10 
2200 1600 3 200 
25.00 S00 4 
20.00 1400 2 
400 300 2 0 
30.00 1600 2 
800 $00 2 
400 300 2 10 
300 200 1 «10 
10.00 500 2 


050 025 1 
$2500 3 4.00 

050 0301 025 : 

050 030 1 

400 300 1 

050 0301 013 

050 050 1 0.35 

200 100 1 

200 100 1 

139 1001 0 

050 030 2 045 

400 200 

35.00 28.00 0.55 


20.00 1200 2 
179 (1 1 029 
200 100 1 025 
500 300 2 


Transmute Artifact U3 


Triskelion U 
Urza's Avenger U 
Urza's WCe 4 
Urza's Mine 2 
Urza's Miter U 
Urza's Power Plant 

Urza's Tower 

Wall of Spear Tk) 
We. akstone Ww 
Xenic Poltergeist 3 
Yawgmoth Demor U 
Yotian Soldier | 


LEGENDS 


Booster Pack 
Typical Common 
Abomanation U 
Abyss, The R 
Acid Rain 8 
Adun Oakenshield R 
Adventurers’ Guildhouse U 
Arathi Berserker U 
Akron Legionnaire R 
Al-abara's Carpet R 
Aichor’s Tomb R 
All Hallow's Eve R 
Angelic Voice: R 
Angus Mackenzie R 
Arborta U 
Arcades Sabbath R 
ms R 
R 
R 
U 
U 


ktooth Warbeard U 


Runeaxe R 
i; U 
Blight I 
Blood Lust U 
Blue Mana B U 
Boris Devilboon 4 
Brine Hag 
Bronze Horse a 
Carrion Ant R 
Cathedral of Serra 
Caverns of Despair 4 


Chain Lightning 
Chains of Mephistopheles R 
Chromium R 
Cleanse 4 
Cocoon U 


Concordant Crossroads R 


Cosmic Horror R 
Craw Giant U 
Crevasse U 
Crimson Manticore R 

kon Blackblade R 


Disharmony R 
Divine | 
Divine Transformation R 


Dream Coat j 


tervention R 


Dwearve 
Elder Land Wurm - 
Elder Spawr ~ 
Elven Rider R 
Equinox 
Eternal Warrior U 
Eureka w 
Evil Eye of Orms-by-Gore U 
Fal ) U 
Falling Star R 
Field of Dreams » 
Firestorm Phoenix R 
re U 
R 
U 
U 
R 


Greater Realm of Pr 


Greed R 
3reen Mana Battery 

Gwendlyn Di Core ~ 
Halfdane ~ 


R 

+ Hom of Deafening R 

40) 359 300 1 059 = Horror of Horrors U 
60 50 300 2 48 = Hunding Gjomersen U 
7 50 300 2 Hyperion Blacksmith U 
100 (050 030 1 Ichneumon Druid U 
100 (050 025 imprison R 
60 5h 400 2 i In the Eye of Chaos = R 
100 (050 025 1 : al Medusa U 
100 50 025 1 15 = Infinite Authority R 
200 io 100 1 = Invoke Prejudice R 
400 0 20 1 = Wory Guardians U 
40 300 «20 Jacques le Vert R 
78 «6600 400 1 Jasmine Boreal U 
4050 0251 Jedit Ojanen U 


Jerrard of the Closed Fist U 


Johan ‘ 
Jowal Evil ‘ 
S1Q0G.00S1000.00$800.00 4 75.00 : Juxtapose R 
1000.00 1000.00 975.00 5 ; as U2 
M500 40.00 2995 5 500 : Kasimir the Lone Wolf U 
1 050 0301 : Kei Takahashi a 
R 
$30 $200 $195 1 10 U 
G00 50.00 3500 4 4 
200 «41700 900 2 : Kobold Drill Sergeant U 
7200 000 750 2 Kobold Overtord R 
30 250 200 1 ? Kobold Taskmaster  U 
4 30 2001 Kry Shield U 
600 600 450 | Lady Caleria a 
WO 900 500 2 Lady Evangela ~ 
HO 000 800 2 + Lady of the Mountain, The U 
$500 3000 1600 3 0 : Lady Orca U 
We 999 50 1 1: Land Equilibrium ~ 
1200 000 500 2 Land Tax U 
5 400 30 1 Land's Edge ¥ 
00 1200 600 2 Lesser Werewolf U 
150 400 2 Life Chisel U2 
10.00 500 2 Life Matrix 8 
100 2 : Lfeblood R 
3.00 0 = Living Plane ~ 
400 1 :  Livonya Silone R 
300 1 : Lord Magnus U 
5.00 1 > Mana Drain U 
1395 2 ¢ Mana Matrix R 
3.00 1 10 } Marble Priest U 
5.00 1 : Marhault Elsdragon =U 
300 1 1.00 : Master of the Hunt h 
4m 1 : Mirror Universe R 
400 1 23 = Moat R 
13.99 2 : Mold Demon R 
400 1 + Mountain Stronghold U 
7100 0 1 : Mountain Yeti U 
mm 750 2 ; Nebuchadnezzar R 
30 30 1 : Nether Void & 
nH 00 : Mico! Bolas os 
SO) 350 2 3 North Star R 
7M 1500 3 Nova Pentacle R 
15.00 0 2 Palladia-Mors R 
99 1500 2 Part Water U 
30 300 1 : Pavel Maliki U 
oo 10 2 100 : Pendethaven U2 
7m 60 1 > Petra Sphinx R 
6.00 1 > Pit Scorpion C2 
400 1 ; R 
700 4 
14.00 U 
300 ace of the Master U 
500 Primordial Ooze U 
10.00 Princess Lucrezia U 
12.00 Entity R 
8.00 sychic Purge C 
300 Puppet Master U 
400 Quagmire U 
8.00 ? Quarum Trench Gnomes R 
150 : Rabid Wombat I 
H Radjan Spirit U 
1 Ragnar 4 
Ramirez DePietro U 
3 0.20 : Ramses Overdark R 
Rapid Fire R 
Rasputin Dreamweaver R 
Rebirth R 
Recall - 
Red Mana Battery 
Reincarnation 
5 Relic Barrier U2 
Relic Bind U 
Reset U 
Revelator R 
Reverberation R 
Righteous Avengers U 
20 00 40 2 Ring of Immortals R 
2295 1800 1000 2 Riven Turnbull U 
a58 #300 2001 Rohgahh of Kher Keep R 
500 300 2501 Rubinia Soulsinger R 
695 500 200 1 U 
6 600 50 1 38 U 
Sm 400 301 U 
1385 1000 5 3 U 
20 000 0H - 
15 30 20 R 
15.00 0 800 2 Shield Wa 
40 300 30 Shimuan Night Stalker 
00 1500 800 2 Silhouette U 


SSSESEEEESSEESESEEESEEESS 
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The Gathering” 
: Item 


Sir Shandlar of Eberyn U 
Siitri Scarzam U 
Sof'kanar, Swamp King R 
Spectral Cloak U 
Spinal Villain 
Spirit Link U 
Spiritual Sanctuary R 
Stangg R 
Storm Seeker U 
Storm World ~ 
Sunastian Falconer U 
Sword of the Ages fk 
Sylvan Library U 
Sylvan Paradise U 
Syphon Soul ¢2 
Tabernacte at Pendrell Vale R 
Takklemaggot U 
Telekinesis R 
Teleport ~ 
Tempest Efreet R 
Tetsuo Umezawa R 
R 
R 
U 
2 


Thunder Spirit 
Time Elemental 
Tobias Andrion 
Tolaria 


ey 
SS 


MD) es atrack 


Tor Wauki U 
Torsten von Ursus U 
Touch of Darkness U 
Triassic Egg R 
Tuknir Deathlock R 
Typhoon R 
Undertow U 
Underworld Dreams U 
Unholy Citadel U 
Untamed Wilds U 
Urborg 2 
Ur-Drago R 
Vaevictis Asmad: R 

U 

R 

U 


SESSSSSSSESSEEESSSkSSEsecs 


Visions 

Voodoo Doll 

Wall of Dust 

Wall of Light U 
Wall of Opposition o 
Wall of Putrid Flesh =U 


Wall of Tombstones 


ite Mana Battery U 
illow Satyr : 
Winds of Change U 


Winter Blast Rp 


SSSBSssSslsess 


fvatees from Lovee 


olteon 


fore of weer on 


a pen Be 


Quick Attack Mp » com Wheat. 


weit | 


oe 


2 100: 


$ Wood Elemental 


i . 500 1 
: Wretched, The RBM 1000 60 2 
Ree 700 62 


: Kira Aver 


: Booster Pack 
: Typical Common 


? Amnesia U2 
3 Angry Mot U2 
: Apprentice Wizard =U 
; Ashes to As! 3 
: Ball Lightning uy 
: Banshee U2 
: Bart's Cage U 
: Blood Moor U 
; Blood of the Martyr U2 
$ Bog imp 3 
> Bog Rats 3 


3 Bone Flute U2 
: Book of Rass 2 
+ Brainwash C3 


Cave People 200 0.50 
ty of Shadows U 400 
U > 4a0 
Coal Golem U2 200 
Curse Artifact U2 | 200 
? Dance of Many 425 
> Dark Heart of the Wood C3 "G50 
? Dark Sphere v2 200 
? Diabolic Machine U2 200 5 
> Drowned C3) 035 
: Dust to Dust 3 050 
Eater of the Dead Y 300 
2 200 
Ww Us 3.00 
3 050 
U 400 
U 800 
U2 Zao 
u2 om 
3 050 
U2 200 
2) 200 0.50 
C3 O50 
U2) 200 
2 3m 0.50 
ter U 600 


THE DARK 


$999 $800 $600 3 
0 02 O09 1 


Brothers of Fire v2 
Carnivorous Plant 


RICHMOND COMIX 


Jungle has been as popular 
as we expected it to be. It’s 
a smaller set, and the rare 
Pokémon are easier to get 
because there are no rare 
Trainers. | truly believe that 
the Base Set would outsell 
Jungle 3 to 2 if | always had 
it available. A lot of folks 
already have the entire 
Jungle set. 


and 
are two cards that I’ve had 
the most trouble keeping in 
stock. wins out 
as being the most popular 
card, due to the fact that 
is a Base Set 


Pokémon that everyone has. 


DECEMBER 1999 )«=—: 15 


Top 10- 
TopDeck- 
Top Deal. 


One booster pack 
per issue. The top 
strategies for the 
games you love. 
Puzzles , reviews, 
decks, and more. 
It's like buying 10 
boosters and get- 
ting 12 issues pluse 
2 boosters free. 


You know your opponents will. 


Get a year of Topdeck for only $29.90! 
Email topdeck@pcspublink.com or 
Call 1-800-395-7760 (Mon-Fri 9-5 PST). 


TopDeck is a registered trademark of Wizards of the Coast ©1999 Wizards of the Coast, Inc 


Troll And Toad Inc. 3.2 eee 


An Antiquities Vault Company Phone: 1-606-878-2936 10a.m. - 10p.m. 
WE SELL SINGLES FROM: Fax: 1-606-878-9061 » E-mail: prices@aqvault.com 
Magic * Middle Earth * Star Wars « Star Trek « Rage 
WANT TO SELL US CARDS? 
X-Files * Highlander Promos * Legend of 5 Rings ¢ etc. Fax: 1-606-878-9061 * E-mail: @ 
or send an e-mail for our newest buylist to: buylist@aqvault.com 


| 


Erhnam Djinn 
Land’s Edge 
Sol'kanar the Swamp King 
Dark 
Amnesia 
Blood Moon 
Etves Of Deep Shadow 
Frankenstein's Monster 
A Hidden Path 
: Mertolk Assassin 
: ‘Skull Of Orm 
- Exodus 
$7: eed 
5 Equilibrium 
Meowth 5” Plush : Erratic Portal 
Mew 5” Plush $8.00 Ertai, Wizard Adept 
Mew 8” Plush $15.95 Forbid 
Miu 4” Figure (hard plastic) $7.95 Hatred 
Monster Coll. Abra #29 $5.95 Limited Resources 
Monster Coil. Aerpdacty! #39 $5.95 Manabond 
Monster Coil. Articuno #8 $5.95 Mind Over Matter 
Monster Coll. Blastoise #3 $5.95 Monstrous Hound 
Monster Coll. Chansey #25 $5.95 Null Brooch 
Monster Coll. Charizard #1 $5.95 Oath Of Druids 
Monster Coll, Charmander #22 $5.95 Paladin en-Vec 
Monster Coll. Cletable #31 $5.95 Pandemonium 
Monster Coll. Cletairy #5 $5.95 Recurring Nightmare 
Monster Coll. Cubone #32 $5.95 Seismic Assault 
Monster Coll. Dragonite #10 $5.95 Spike Weaver 
Monster Coll. Eevee #18 $5.95 Survival Of The Fittest 
Monster Coll. Electabuzz #14 $5.95 Wall Of Nets 
Monster Coll. Farfetch'd #33 $5.95 Packs 
Monster Coll. Flareon #23 $5.95 4th Portuguese WB 
Monster Coll. Gengar #27 $5.95 4th Edition Starter 
Monster Coll. Gyarados #11 $5.95 4th Edition Booster 
Monster Coll. Jiggtypuff #21 $5.95 6th Edition Booster 
Monster Coll. Jotteon #36 $5.95 6th Edition Starter 
Monster Coil. Kabutops #38 $5.95 Alliances 
Monster Coll. Lapras #15 $5.95 Antiquities 
Monster Coll. Meowth #30 $5.95 Arabian Nights 
Monster Coll. Mew #19 $5.95 Dark 
Monster Coll. Mewtwo #12 $5.95 Exodus Booster 
Monster Coll. Moltres #7 $5.95 Fallen Empire 
Monster Coll. Nidoking #4 $5.95 Homelands 
Monster Coll. Omastar #37 $5.95 ice Age Starter 
Monster Coll. Pikachu #6 $5.95 Mirage Booster 
Monster Coll. Pikachu Surf #61 $6.95 Mirage Starter 
Monster Coll. Poliwrath #24 $5.95 Revised Booster 
Monster Coll. Porygon #26 $5.95 SW Young Jedi Booster 
Monster Coll. Raichu #17 $5.95 SW Young Jedi Starter 
Monster Coll. Scyther #34 $5.95 Star Wars Ltd Booster (BB) 
Monster Coll. Snoriax #13 $5.95 Star Wars Ltd Starter(BB) 
Monster Coll. Squirtle #16 $5.95 Star Wars Enhanced Prem 
Monster Coll. Tokepi #65 $5.95 
Monster Coll. Vapareon #35 $5.95 Urza's Destiny Booster 
Monster Coll. Venusaur #2 $5.95 Urza's Legacy Booster 
Monster Coll. Vulpix #20 $5.95 Urza's Saga Booster 
Monster Coll. WigglyTuff #28 $5.95 Urza's 
Monster Coll. Zapdos #9 $5.95 Anthropiasm 
Pikachu 10” (Smile) Plush $16.95 Archivist 
Pikachu 14" Plush (Very Large) $36.95 Beast Of Burden 
Pikachu 4’ Figure (hard plasti $7.95 Crawtspace 
Pikachu 5” Plush $8.00 Detense Grid 
Pikachu (Large) $24.95 Defense Of The Heart 
Pikachu Delusions Of Mediocrity 
Pikachu Deranged Hermit 
Pikachu Fleeting Image 
Pikachu Karmic Guide 
Pikachu Mother Of Runes 
Pikachu/Tc Multani, Maro-Sorcerer 
i No Mercy 
Palinchron 
Phyrexian Ptaguelord 
Purity 
Pyromancy 
Ring Of Gix 
Second Chance 
Thran Lens 
Thran War Machine 
Weatherseed Tr 
Wheel Of Torture 


Payment: Diner's Ciub, Amer, Exp, Visa, MC, Discvr, Optima, check or money order in USS drawn on US bank, cash [US All prices good until next TopDeck is released. Quantities limited, but stock 


Check out our web page for NEW ONLINE ordering! Updated every 24 hours! www.trollandtoad.com 


Wholesale available! 
E-mail: 
wholesale@aqvault.com 
Phone: 606-877-2838 
All cards near-mint/mint 
condition 


$, at your own risk], no CODs. Shipping Costs: FedEx 3 day [batch of 100 or less cards} continental USA $6 For orders levets high at time ad was printed. Sales on packs or boxes final. 10-day full money back return guarantee on singles 
up to$500.Orders over $500 Pays .50 per $100 for insurance. FedEx Guarantees 3 day service not Troll and Toad, returned in same condition they were received. The 10 days starts from the day cards are received. Sale date is date 


$8, Other countries: SCALL These shipping prices are an estimate, call for payment is accepted. We reserve the right to retuse any sale or limit quantities. All prices in this ad subject to change 
exact shipping prices to your city. without notice, but you won't be charged more without your permission. Pre-orders on boxes final. Free singles catalog 
E-mail to Specials@aqvault.com for current non-listed specials. upon written request or with your paid order. Please specify TopDeck#! when ordering from above prices. 
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The Gathering 
High Med Low ; Med Low TR +/- : High Med Low : High Med 


050 0.19 
0.50 02 | 
0.50 0.20 
0.50 os 1 
0.50 os 1 
050 018 
050 oi 1 
$25 200 1 
050 O19 1 $5500 $5000 $3000 2 00 
450 200 1 6000 7500 6500 2 
449 201 0 0 150 145 1 
050 oe 1 ypical or 3 ov OW 
499 3.00 
0.50 09 1 Agolipile U "$200 $100 $io0 1 1.00 
450 200 1 Balm of Restoratior U 200 0 07 1 
0.50 O09 1 Bottomless Vaut U 390 100 
6.00 201 100 
200 150 080 
4.00 3° 10 050 1 
40 150 100 1 
400 250 100 2 
050 200 100 1 2.00 
035 200 100 1 0.05 
0.50 10 050 1 
0.75 
At first the jungle set was 
slow-selling, until the kids 
understood what it was. 
Then it sold as well as the 
Base Set did. The kids are 
already looking forward to 
H i, 1m 10 
the Fossil expansion. 4 Beye 
RESO 300 2501 
Roe 300 30 1 
In our store, we can’t keep R 7 - = . 
. Uo 
and in RM 300 300 1 
RS 300 250 1 1.00 
stock, Chromatic Armor = REIS 300 250 1 ; 
Cold UTM 075 O50 0.25 } Melting J) 1,00 
e U 10 » 050 1 : Merce . 2 «3.00 
wm of the Ages oR 1 400 
Curse of Marit Lage R 400 
Dance of the Dead U 100 
Deflectio 300 
5.00 
449 0.25 
300 Dwarven Hold 100 
10.00 400 
400 300 
300 300 
050 400 
050 400 
050 100 
499 400 
200 Farrel’s Mantle 100 
368 Feral Thallid U3 1.0 0.75 700 0.79 
300 Bloor U 390 100 1 400 
2 200 n Flotilla UU) 2 100 1 1.00 
3 050 1 U3 1 10 
U 1o0 1 100 
U Sm U 1 300 
490 Haverwood Battleground U2 928 1.00 100 1 4.00 
300 Heroism ui 1 050 1 
v2 | 200 1 
U° 49 
3 050 0.65 
300 
400 
219 
3° O50 atian 200 0 1 
U 500 atia U > 250 m1 0 
2 200 Icatian Town U 300 10 1 
U2 ooo Implements of SacrificeU 750 100 1 
U > aa Orcish Captain U3 10 050 1 
U2) 200 Orgg Ua 100 2 
U2 "200 Raad 
U 650 
c3 | 050 
U2 | 208 
U2" 3ao 
U2 - 3a8 
v2 | 200 
U2 200 
500 0.25 
U2 300 
C3 | O50 
U2 300 
v2) 3o0 
C3 (O50 
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Sold: 7 
soldevi Golem 


emecceexxe 


9 W i 
rd of Blasting 
Wrath of Mant La 


Yavimaya Gnat 
Zuran Ort 


bait 5 
Zur's Weirding R 


Complete Set 


Booster Display 
Booster Pack 
Typ 


High 


Med 


Low TR 


Low TR * 


x : ltem 


1.00 


050 


U3 100 «O95 
050 1 


Reveka, Wizard Savant U 25 
Root Spider U3 99S «6100 O50 1 
Roots U3 980 1.00 O50 1 
Rysorian Badger U2) 125 1001 
Sea Sprite U3 SG «1.00 O50 
Sea Troll U3 0 «100 «050 


3° 700 100 050 
C400 025 O10 


00 $150.00 4 
THO08 145.00 12999 3 
499 400 350 3 


Contagion 

Death Spark 
Diminishing Returns 
Diseased 
Dystopia 
sh Bard 


» Spirit Guide 


Vermi 


ergy Ar 


Fatal Lore 
Floodwater Dam 


henitance 
ry Gargoyle 


uniper Order Advocate U 


rovikan Horror 
wvikan Plague 
Lake of the Dead 
Library of Lat-Nam 
Lim-Dil's Palad 


m-Dal's Vault 


0.49 
0.60 


a75 


025 


0.13 : 


1.00 : 
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? Item 


) Spirit 

m Defender 

Thawing Glacier 
wight Lash 


ontrol 


Amber Prsor 

Amulet of Unmakir 

Ancestral Memorie 
hen Powder 


Bazaar 0 
Benthic Dj 


Bone Mask 
Bru 
Burning Palm Efreet 
Cadaverous Bloom 


y Dragon 


acomb Drage 
al Dawn 


erulean Wyverr 


Chaosphere 
charcoal Diamond 


f the Si 


2 ee er ee 


= 


4.00 
1.28 


9.00 
025 


Med 


3.00 
4.00 
1.00 
1.00 
1.00 
1.00 
4.00 
3.00 
8.00 
3.00 
3.00 
3.00 
1.00 
1.00 
4.00 
1.00 
300 
3.00 
3.00 
1.00 


$250.00 $225.00 $120.00 
91.00 


90.00 


299 


$1.00 


8.99 
0.10 


BO $3.00 


3.00 


Low 


(2) 


High Med Low 


200 1 1 Hellkate . 
300 1 mson Roc U 400 0. 
050 | ypt Cobra U 1.00 ( 
050 | rystal Gole U 1.00 0 
050 | U 100 
050 | R 400 0.9 
300 1 : R 400 
300 1 040 : R 400 
600 4 ; 1.00 
250 1 1.00 
250 ft R | 400 
200 | 1.99 
050 1 13 R 400 
050 1 U 100 5 
300 1 U 1.00 25 
050 1 R 400 
300 1 1.00 
100 1 5 R 4.00 
250 | R $00 
075 1 R 400 
R 4.00 
200 
1.00 
3 1.00 
90.00 rs R 400 
295 2 1.00 
00 3 y l 1.00 
895 3 U 10 
0.10 1 R 800 
1.50 
$300 1 nta U 100 
300 1 F R | 400 
300 1 : Flood Plain J 1,00 
050 1 : Floodgate U 1,00 
0.50 : U 100 
300 2 R $00 
275 1 R §00 
300 1 R | 500 
300 1 U 1.00 
300 1 U 100 
300 1 
050 1 
050 1 
050 1 
249 1 
O50 1 : Hammer of Bogardan R 1500 
300 2 Harbinger of Night == 400 


3.00 


: Harbor Guardia 


Jungle has been hugely 
popular. At this point the 
initial surge for jungle 
cards has leveled off some. 
The demand for the Base 
Set and the jungle expan- 
sion is about the same. 


No Jungle card has exceeded 
the popularity of 


Harmattan Efreet U 1.00 


Haunt 


"9 Apparit 


1 
1 
1 oO 
3 
2 Tusk Elephant U 1 +) 
2 Jaban's Influence R 4.00 
1 Jungle Patro R 400 
1 3 Jungle 7 J 1,00 5 
1 > Kaervek's Hex 1.00 1 5 
1 Kaervek’s Purge J 100 1 5 
1 Karoo Ne | 100 1 235 

Kuke R 400 

d Gole U 180 5 

1 ee y Ramo 30 5 
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High Med Low TR ; 1 Low TF > Hem Low : High 


R $00 2 Radiant Essence UT 100 Telim'Tor’s Darts UT 100 O50 1 025 : Pygmy Hippo Reo 300 301 19 
) 100 1 Rashida Scalebane oR AOD 3.00 Telim'Tor’s Edict RS 300 20 1 Juicksand UTS 100 100 1 
‘ . 1 Ravenous Vampire =U br 1.00 Tidal Wave UT 100 050 1 on Druid R 400 0 3.00 1.00 
R Razor Pendulum R 3.00 Tombstone Stairwell R 950 2 bow Efreet R 
U 100 0 Reckless Embermage R 800 3.00 Torrent of Lava R 400 R 
J 1.00 0 Reflect Damage R650 3.00 Tropical Storm U 1.00 U 
) 1.00 0 Reign of Chaos UT 1.00 Uktabi Wildcats R 400 R 
R600 300 301 > Reign of Terror UD 1.00 Unerring Sling U 1.00 R 
U ise 1.00 1 > Reparations Rago (3.00 Untulfilied Desires  R RMD a 
R 600 600 § 3 : Rock Basilisk R @00 300 Unseen Walker U 100 I 
JT 100 O50 1 2 UT 100 Unyaro Bee Sting U 100 U 
) 7 10 1 UT 10 Unyaro Griffin U 1.00 
1 10 1 R $8 60 Vaporous Djinr U 100 
1 10 1 U1 10 Ventifact Bottle R 4.00 
400 0 1 US 10 f U> 100 
100 0 R> 408 300 Vitalizing Cascade U1 
R 4 oo 3 1 : Sealed Fate U7 100 10 Volcanic Dragon R70 
R600 600 3 : Seeds of Innocence RGD 3.00 yser U) 10 
U 150 1.00 1 : Shadowbane UD 1.00 nthe Weeds R | G00 
J ip 075 : Shallow Grave R850 4.00 Warping Wurm R 400 
ti J) TOG 100 O50 1 001 : Shauku, Endbringer RRO 300 Wave Elemental U 1.00 
Mystical Tutor ) 1,50 100 1 : Shauku's Minion UT 100 O50 1 Welispning R 400 
Natural Bala R  §.00 300 3 : Shimme Rese 300 300 1 : Wildfire Emissar U 150 
Nettletooth 0 U 1,00 5 1 > Sidar Jabari R60) 4300 300 1 = Windreaper Fal ; 1 U 1.00 
Nocturnal Raic 1.00 150 1 025 irocco URS (1.00 O50 1 001 : Withering Boon U 1a 
Null Chamber R 450 300 1 Sky Diamond UTS 100 1001 > Worldly Tutor U 1.20 
Paintul Memorie U 100 O50 1 025 : Soul Eche RaO0 300 300 1 : Yare R 400 
Patagia Gole J} 180 1 025 Soul Rend U RR 100 050 1 025 : Zebra Unicom U 1.00 
: Zhalfirin Commander U | 100 0 Tithe i 400 3 
Zirilan of the Claw RSoo 400 1 > Triangle of War Roam 46300 «6300 1 
Zombie Mob UPR 100 O50 1 0.25 : Uktabi Oranguta URS 4100 O75 2 
Zuberi, Golden Feather R (MSG 300 300 1 049 : Undiscovered Paradise R BOO 700 500 4 095 
> Vampiric Tut Reo 850 60 3 050 
3 piriser UT 100 0501 
VISIONS > Viathino Sandstalier 1 10 1901 
Complete Set 3 ¥ RG 600 5002 18 
Booster Display 3 RRR 350 300 1 050 
Booster Pack 28 2 UT 100 O75 1 
Typical Common 03 02 OW 0 UD 10 O50 1 on 
Jungle hasn’t been as popular gee Ah R508 400 300 1 
. Mime “ Aku Djinn R : 
as the Base Set. There are Mr hol of Bogardan «RY 050 : 
: ° Archangel R 800 ; 
three reasons for this. First, : Army Ants U 1.00 
’ ’ Blanket of Might U 1.00 
there aren’t as many Pokémon, Bogerdan Phen: RA 075 
re, Z / Brass-Talon Chimera U | 100 : 
so it’s much easier to get the ole Breathstealer’s Crypt R | OO 100 ; 
ones you need. Second, Grass Brood of Cockroaches U 100 0.18 = Abduction U $io0 $1.00 $0.50 0 
‘ s Chronatog R 500 Ab . RSG 650 5003 050 
Pokémon —which Jungle is City of Solitude = RO 1.4 $ Aboroth R SOB 400 300 1 050 
Coral Atoll Ui Ather Flash URS 10 075 0 
mostly composed of—are one Corrosion R 400 Agonizing Memories U | iM0 100 050 0 
. ° Creeping Mold U 150 Alabaster Dragor ROSOG 500 400 1 10 
of the least popular. Finally, ten en a Daraj Grifin uv 100 0.08 Knowedge R SM 400 300 2 025 
More As — Desertion R Go 100 : 5 UTR 100 O50 0 
many players are frustrated by ; Feate Dow 0 aaron a © Deselation U 1.00 U' 400 100 050 0 
; : : Oetend Diamond Kaleidoscope R 4.00 7 10 050 0 
the duplicate foil versions Dormant Woicano UD UA 100 050 0 
; ;, Dragon Mask U 10 Rao 30 63 
of nonfoil rares, which won cade » a in Mae 0 
make it much harder to get Elephant Grass Ui RS 30 6a 
t th h Elkin Lair R 400 ROS 400 31 10 
a set even thou ‘ou . Equipose R 400 RSS 400 3001 083 
a gny' Everglades U 100 UTM 100 O75 0 
might have all the cards. Eye of Singularity = RO R500 400 3001 on 
t Y Femeref Enchantress R  €00 7 10 050 0 
Firestorm Hellkite R 600 7 10 0500 
. Flooded Shoreline R | M00 10 100 050 0 
As for the most popular card, Faidden Ril RA v1 050 0 
p) ’ Foreshadow U 1.00 ne of Flame U1 050 0 
it would be hard to Say. 7 il Goblin Recruiter U1 Debt of Loyalty Rk 40 300 1 099 
i i 4, Y° q Griffin Canyon R §.00 0.50 : Dense Foliage R 449 300 1 
s popular because it’s - Guiding Spurit R 400 Desperate Gambit =U (ane 050 0 
so hard to Knock Out. A lot of Heat Wave U 1.90 ngus Statf v1 050 0 
- Helm of Awakening U TBD pomsday R 450 300 1 
people really like ° Honorable Passage U (100 jowndratt U 100 O50 0 
7 t - a Hulking Cyctops U 1.00 warven ThaumaturgistR 409 300 1 
more for its free retreat than Iron-Heart Chimera U | iO rtal's Familiar = RA 300 2 
2 ° , - Juju Bubble U 1.00 Fallow Wurrr U | 108 050 0 
for its big attack. " “Jungle Basin U 400 — 050 0 
j — Kaervek’s Spite Rk) oo R §00 300 1 100 
is pretty popular because of cane u v On 0 
ido- Katabatic Winds R 400 R 600 ‘03 10 
Nido-decks. Kookus R 400 U 10 050 0 
Kyscu Drake U1 R 4.00 300 1 
Lead-Belly Chimera U | 000 U 200 0.75 
Lichenthrope R 400 R $00 3 1 
Lightning Cloud R 400 )) 20 10 3 «(199 
Longbow Archer U 100 100 075 0 
7 + Magma Mine U 100 R 450 300 1 
Paupers’ Cage R400 300 3001 Spatial Binding UR «100 G50 1 025 : Matopi Golem U1 100 050 0 
Pearl Dragon R600 500 400 2 : Spectral Guardian Rao 300 3001 : Miraculous Recovery U 900 Ra 300 1 050 
Phyrexian Dreadnought R B00 700 500 3 : Spirit of the Night RSG 600 400 3 1.00 : Mob Mentality U1 e R $00 300 1 
Phyrexian Purge R600 300 2491 > Stupor US 10 071 ? Mundungu U 1.00 2 Hidden Horror 100 075 0 
Phyrexian Tribute R400 30 2001 : Subterranean Spirit oR RM 300 30) 1 1.00 : Natural Order R §00 0.13 ; Hurloon Shamar 190 050 0 
Phyrexian Vault USNR 100 0501 025 swe Re05 300 300 1 : Necromancy U1 : Infernal Tribute Ra 300 | 
Political Trickery R600 300 300 2 uperior Numbers URS «100 O50 1 0.25 : Necrosavant R §00 > Inne 7 R 4 300 1 
Polymorph R760 300 300 1 S Firewalker Uae 100 0501 ; Nekrataal U 200 100 : Jabari’s Banne 1.0 050 0 
Preferred Selection R 400 300 300 1 R740 300 30 1 ? Ogre Enforcer R 400 050 : Lava Hound U 100 050 0 
Prismatic Boor UT 100 0501 025 aniwha RPSS8 400 300 2 :  Ovinomancer U1 : Liege of the Hollows R ame 300 1 
Prismatic Lace Ra00 300 249 1 jeeka's Dragon R GHP 500 400 2 1.00 : Peace Talks U 10 ar Behemoth U (nae 050 0 
Psychic Transter R SOG 300 300 1 020 ; Teter’s imp R40 300 30 1 > Phyrexian Marauder RR M00 020 : lL R ae 6 3 10 
Purgatory R60 300 301 Teteri's isle R400 300 30 1 : Pillar Tombs of Aky R §00 0.50 RSG 40 300 1 «18 
Purraj of Urborg R600 6300 3001 Telum Tor R40 300 30 1 : Prosperity U 150 Maraxus of K RGR 4500 400 1 050 
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Nem yt e TR * High NV R * tem 


Master of Arms U> 10 050 0 Eladamri's Vineyard RRO 600 500 4 Root Maze RS 300 301 ? Winds of Rath RS 400 400 2 
Mischievous Poltergeist U SM) 1.00 O50 0 : Elven Warhounds Ra 6300 3m 1 : Rootwater Depths UT 100 050 1 > Winter's Grasp UT 16 0501 
Mistmoon Griffin UTS 100 O50 0 Emerald Medaliion RSM 400 300 2 025 : Rootwater Diver UT 10 O50 1 Wood Sage Ram 4300 2501 
Morinten RGSS 400 30 1 Emmessi Tome ROS 6300 300 2 : Rootwater Matriarch R400 300 300 1 4 Worthy Cause UT 100 0501 
Mwonvuli Ooze Rea 300 «30 : Energizer RSG 6300 3m 1 Rootwater Shaman ROD 300 300 1 
Nature's Resurgence RROD 400 3001 100 : Enraging Licid UD Te 100 O50 1 Ruby Medallion ROS 40 30 2 075: 
Necratog U7 100 O50 0 ? Ertals Medding ROAM 300 300 1 ? Sacred Guide R) 4M 300 300 1 : STRONGHOLD 
Noble Benefactor UST 100 O50 0 > Escaped Shapeshifter RAM 400 300 1 Safeguard Rae 300 300 1 : Complete Set $15000 $150.00 $9500 3 
Null Rod RRR 300 300 1 1.00 : Essence Bottle UD 100 0501 2 Salt Flats RSM 400 300 2 ? Booster Display mo 8500 85003 44 
Odytrc Wraith UD 100 O50 0 : Excavator UT 100 O50 1 Sapphire Medallion RISO 500 4004 10 : Booster Pack 293 299 295 1 
Orcish Settlers UT 10 O50 0 Extinction RES 325 30 1 Sarcomancy RSM 500 400 4 : Typical Common oS ov awo 
Paradigm Shift > Bee : Fevered Convulsions RG) 300 300 1 Scabland RRR 400 300 2 0: 
Peacekeeper RSS 400 301 025 ? Field of Souls Raa 350 301 Scalding Tongs RUS 40 3003 1M 2 Acidic Sliver USI $100 $075 1 
Pendrell Mists R RSS 350 3 2 O87 : Fighting Drake UTS 100 O50 1 Scorched Earth RRR 300 300 1 «100 : Amok RSM 300 2501 
Phantom Warrior UD 10 O50 0 > Firefly UD TSG 100 O50 1 : Scragnoth UN 10 O80 1 o50: Awakening RSM 400 300 3 
Phyrexian Furnace «=U 1.00 O50 0 Flailing Drake UTR 100 O50 1 : Screeching Harpy UDI 10 0501 : Bottomless Pit UT 10 07 1 
Psychic Vortex Rao 300 3m 1 Flickenng Ward | 050 1 > Scroll Rack R600 500 400 3 0 = Bullwhip UPI 10 O801 on 
Relearn UT 100 O50 0 Flowstone Salamander U 900 1.00 050 1 Searing Touch UT 10 O50 1 : Burgeoning RSM 400 301 ow 
Revered Unicorn URS 100 O50 0 Flowstone Sculpture RAS 300 300 1 0.40 Segmented Wurm UT 100 O50 1 Calming Licid UTR 100 O50 1 
Roc Hatchling UDR 10 O50 0 Flowstone Wyvern R40 300 G1 ; 
Scorched Ruins R50 400 300 1 Fool's Tome R60 300 300 1 
Serenity Roo 64400 300 1 Fugitive Druid R600 300 250 1 
Serra's Blessing UT 10 O50 0 Furnace of Rath RG 500 302 10 
Serrated Biskelion UT 100 O50 0 Fytamarid UDR 100 O50 1 
Southern Paladin RSG 400 3m 1 Gallantry UT 10 0501 
Stee! Golem UTR 100 O50 0 Gerrard's Battle Cry RERBD 350 300 1 050 
Strands of Might UD 10 O50 0 Ghest Town UT 10 O51 
Straw Golem UPR 10 O50 0 Goblin Bombardment UES 100 050 1 
Sytvan Hierophant UD 10 O50 0 Grindstone RRS 500 403 «(Ow ‘ 
Tan R/O 300 300 1 Hand to Hand R400 300 300 1 , Since | have gotten jungle 
Teferi's Veil UDR 100 O50 0 Hanna's Custody RSS 300 30 1 050 : : . : 
Thran Forge U1 100 O50 0 Harrow UT 100 050 1 : ' in, it’s been selling just as 
Thran Tome RS 300 3h 1 Havoc UT 100 0501 . . * 
Thundermare R80 700 550 2 Heartwood Giant = RMD 300 300 1 fast as (if not faster than) the 
Timid Drake UR 100 O50 0 Heartwood Weefokk U3) 100 O50 1 © 
Tolarian Entrancer RS 300 301 050 = Helm of Possession 6 40 303 150 ip Base Set. The Pokémon card 
Tolanan Serpent Ra 6300 30 1 > Horned Sliver Uwe 100 «O50 1 
Touchstone UT 10 O50 0 : Humility RSO 500 4003 100 game has generated the 
Tranquil Grove R RSG 350 30D 1 1.00 : imps’ Taunt UT 10 O81 type 
Urborg Justice R60) 300 3001 H Insight UR 10 0501 ow same of fervor that 
Urborg Stalker RROD 349° 300 1 049 : interdict UM «100 O50 1 Magic: The Gathering did 
Veteran Explorer UR 100 O50 0 ? Intuition R00 499 3003 on ' * " 
Vodalian tiusionist =U 1.00 O50 0 invulnerability UI 100 O50 1 eo when it first came out with 
Volunteer Reserves UEBD 100 O50 0 : Jackal Pup UT 100 050 2 ’ 7 d 
Wave of Terror RS 30 3m 1 Jet Medalhon RS 400 302 10 Le 
Well of Knowledge RS 400 3m 1 : Jinxed idol RSBS 350 300 2 050 
Winding Canyons RRR 400 300 1 013 : Kezzerdrix R400 300 300 1 ph 
Xanthic Statue Ram 6399 «300 1 : Knight of Dawn UT 10 0501 ry 

i tail Ok «=—COU s The holofoils are the most 

> Krakilin Um 1 050 1 
eee = ST Eis ane popular by far. Of those, | 
Complete Set $30000200.00 $100.00 3 5000 : Legacy’s Alure U7 100° O50 1 - would say is the 
Booster Pack 25) 299 295 3 0.04 : Legerdemain Ue 100 0501 
Boaster Display 9500 8900 8500 4 Light of Day Uo 100 050 1 most popular. 
Starter Deck OO 899 895 4 OM : Living Death R800 700 500 5 
Starter Display O50) 9000 8500 4 100: Lobotomy URS 100 O72 19 
Typical Common 03 00 OW 0 > Lotus Petal CRM 025 AWo 025 

: Maddening imp Ro a0) 300 go 1 
Abandon Hope U S08 $100 $o50 1 : Magmasaur RUSS 300 30 1 O50 : 
Altar of Dementia RRR 400 32 1m: Magnetic Web R40 300 301 : Selenia, Dark Angel =RIOBBD 400 3002 10 Cardassid Ram 6300 301 45 
Aluren RRR 500 400 2 005 : Mana Severance RRR 325 30 1 075 : Serene Offering US 10 O50 1 : Constant Mists UM 100 050 2 
Ancient Runes UM 100 O50 1 > Marble Titan Rae 300 30 1 ? Shadowstorm UD 100 O50 1 : Contemplation UD Me 100 0501 
Ancient Tomb UPR 10 050 | : Mawcor R76 300 300 1 Shocker RS 400 301 io : Conmulsing Licid UTR 100 O50 1 
Angelic Protector UST 100 O50 1 > Maze of Shadows UTS 10 O50 1 Sky Spirit UD Tm 10 O50 1 : Corrupting Licid UD 10 0501 oO 
Apes of Rath UPR 100 O50 1 : Meditate RS 550 400 3 Skyshroud Condor UT 10 0501 : Crovax the Cursed R500 400 300 2 
Apocalypse RSM 449 9502 05 2 Mindwhip Sliver UT 10 O50 1 Skyshroud Forest RSM 400 3003 1H = Crystalline Sliver U2 10 O75 1 
Armor Sliver UT 100 O50 1 : Minion of the Wastes ROD 400 300 1 : Skyshroud Vampire =U BS 100 O50 1 : Dauthi Trapper Ui 075 O50 1 1 
Auratog Rao) 300 249 1 > Mini's Guile RRR 399 300 1 001 : Soltari Crusader US 100 O50 1 001 : Dream Halls R'SO) 400 300 2 
Avenging Angel RSE 425 308 2 O75 ? Mnemonic Sliver Ua 100 O50 1 ?  Soltari Emissary RSM 32 80 2 O75 ? Elven Rite UTM 075 0501 
Barbed Sliver UT 100 O50 1 + Mogg Cannon UT 10 O80 1 Soltari Guerrillas RS 400 300 2 : Ensnaring Bridge RSO 500 400 4 
Bellowing Fiend R60) 300 301 : Mogg Hollows UDR 10 O50 1 Soltan Monk Um 1 050 1 : Evacuation R500 400 300 2 
Benthic Behemoth RSH 375 300 2 O25: Mogg Squad UTR 100 O50 1 Soltari Priest UR 100 050 2 Fanning the Flames U903 100 O70 
Boil UDR 100 O50 1 : Mongrel Pack Ra 300 300 1 Souldninker UDR 100 O50 1 Flame Wave U>T 100 0501 
Booby Trap R60) 450 300 1 : Nature's Revolt RS 400 301 Spirit Mirror ROSS 400 32 on Flowstone Hellion UT 10 0501 
Bottle Gnomes U2 100 100 2 Needle Storm UR 100 O50 1 Spontaneous Combustion U 989 1.00 O50 1 Flowstone Mauler R680 300 300 1 
Bounty Hunter Ree 4 300 1 No Quarter RAR 6300 250 1 Stallang Stones UT 100 O50 1 Gliding Licid UT 100 O50 1 
Caldera Lake RS 400 300 turing Licid Ue 100 O50 1 Starke of Rath Re 300 3m 1 ave Pact R500 449 300 2 
Canyon Drake Rae 300 2 1 Opportunist UT 10 O80 1 Static Orb RSM 400 302 0 Heartstone UTS 090 O50 1 1 
Carrionette RR) $00 300 300 070 : Oracle enVec RSS 300 «300 1 Staunch Defenders U/>RB) 1.00 O50 1 : Heat of Battle UTM 10 0501 
Chaotic Goo ReSO 300 249 1 Orim, Samite Healer =R7MGD 300 900 2 Steal Enchantment UOTRS 100 O50 1 = Hermit Druid RSG 400 300 3 
Charging Rhino UT 100 O50 1 Orim’s Prayer UT 100 O75 1 : Stinging Licid UT 10 O50 1 > Hesitation UT 100 O50 1 
Chill UDR 100 B75 2 > Overrun UZ 100 080 1 1.00 : Storm Front UST 10 0501 : Hibernation Sliver UT 100 O50 1 
Choke UT 10 OM 1 > Pallimud RS 6300 300 1 : Sudden impact UT 100 O50 1 Hidden Retreat R600 300 300 1 
Cinder Marsh UT 100 050 1 ? Patchwork Gnomes UT 1.00 050 1 : Tabngarth's Rage UT 100 O50 1 ? Hom of Greed ROS 30 301 x 
Coffin Queen RRR 400 3M 2 1.00 : Peart Medalfin RS 400 30) 2 037 : Telethopter Ui 10 O50 1 : Homet Cannon UST 075 O50 1 
Cold Storage RRS 300 2501 om: Pegasus Refuge Ram 400 301 : Thalakos Dreamsower U 909 1.00 050 1 > Intruder Alarm R600 350 300 1 
Cdr. Greven ec =R ROR 525 400 2 175 : Pertshy UI 10 OM 1 Thalakos Lowlands UT 100 0501 ¢ Invasion Plans Roo 6300 31 
Corpse ance RSH 500 400 3 : Phyrexian Grimoire = R 4 30 #301 Thumbscrews RS 300 301 1m ? Jinxed Ring R400 30 30 1 
Crazed Armodon RS 6300 30 1 : Phyrexian Hulk UT 100 O50 1 Tune Warp R100 1200 #800 4 00 : Lancers en-Xor U7 10 050 1 
Cursed Scroll R WARS 16.25 WOO 5 1.25 = Phyrenian Splicer UT 100 0501 : Tooth and Claw R40) 300 249 1 Mask ofthe Mimic U 99 100 050 1 
Dauthi Embrace U>7M 100 O50 1 > Pine Barrens R SRG 400 350 3 050 : torture Chamber Ram 4300 30 2 $ Megrim UTS 10 O71 
Oauthi Ghoul USM 10 0501 : recognition Ra 400 3m 1 : Tradewind Rider RRS 100 999 5 1.00 : Mind Peel UT 100 050 1 
Dauthi Mercenary UT 10 O80 1 : Propaganda UR 6100 07 1 10: Trumpeting Armodon UR 6100 O50 1 : Mindwarper R40 30 «3m 2 
Dauthi Mindripper UM 100 O50 1 > Puppet Strings UT 10 O51 : Unstable Shapeshifter R400 400 300 1 : Mogg Infestation R885 400 3001 
Deadshot RR a0 300 2501 = Quickening Licid UTR 100 0501 : Veo Townships UT 100 0501 } Mogg Maniac UT 10 0501 
Death Pits of Rath RS 399 300 1 on ; Rain of Tears UT 10 8501 on : Verdant Force R70 600 500 4 ; Mortuary R608 349 3001 
Dirtcow Wurm R Gee 500 400 2 005 : Ranger en-Vec UPN 100 O50 1 > Verdigris UD 10 O50 1 : Max Diamond R200 1800 1500 5 
Dismiss U AS 100 O75 2 050: Rath Dragon RRS 800 5M 4 200 : Vhati Hal R40 30 «(3M 1 099 : Portcullis RS 40 3m 3 
Oracoplasm R848 400 300 1 > Reanumate UD 100 O50 1 Warmth U 100 «6050 1 : Primal Rage UT 10 O50 1 
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: Skyshroud War Beast 
; Staughter 

: Song of Serenity 

: Spelibook 

+ Sphere of Resistance 
: Spike Cannibal 

: Spike Hatcher 

? Spike Rogue 

: Spike Weaver 

: Survival of the Fittest 
+ Thalakos Drifters 

: Thopter Squadron 

?  Transmogrifying Licid 
: Treasure Hunter 
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1-888-MITG-TEES 


Visit our website or call us for current prices and availability 
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FREE HPN 


For orders over $50 (USD) 
Certain restrictions apply 


Please call for details 


Full selection of out-of-print 
products, sets, supplies and 
accessories available 


Telephone/Catalog: 323-341-5600 
Fax: 323-341-5611 (2441ours) 
International: 323-341-5600 
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Now with Secure Online Ordering 


Mailing Address: 
P.O. Box 41-1148 
Los Angeles, CA 90041 
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STAR. 
WARS 


CUSTOMIZABLE CARD GAME 


Prices are subject to change + No cancellations on pre-orders + All sales are final 


1716 COLORADO BLVD. 
LOS ANGELES, CA 90041 
(LA RODA AND MT. ROYAL) 


DAILY GAME PLAY 
SANCTIONED TOURNAMENTS 


Solutions to the puzzles A VA tis catering 


1 Tap three swamps and four mountains to add three black (one used as 
generic) and four red mana (two used as generic) to your mana pool. 
Skyler begins trash talking. He suggests that the honorable thing to do in 
this scenario is to take yourself out of the game with mana burn. 


2 Use one red and two generic mana to play Lunge. 
and 2 damage to Skyler. This destroys the 
Legate and reduces Skyler to 12 life. 
One blocker down and three to go. Most importantly you’ ve removed 
Skyler’s only creature with protection from black. Skyler asks if 
you’ re done. 


3 Sacrifice a tapped mountain to play Thunderclap and have it 


Skyler says he’s impressed. You’ ve managed to deal 3 damage to his 
creature that has a 4 toughness. He suggests there may be a reason 
you’ re so far behind. 


4 Use one red mana, discard Two-Headed Dragon, and tap Kris Mage to 
have it , destroying it. 
Oh, did that destroy Skyler’s Spirit? You mockingly apologize. Skyler 
Starts thinking about what else you might have in your hand. 


5 Sacrifice Shock Troops to have it 
, destroying it. 


6 Sacrifice Enslaved Horror, Silent Assassin, and Primeval Shambler to 
play Delraich. 
Skyler laughs as the Delraich hits the table. “Too bad you’ ll never get a 
chance to attack with it,” he says. 


7 Tap Battle Rampart to give Delraich haste. 
Skyler stops laughing. 


8 Tap High Market and sacrifice Battle Rampart to gain 1 life. You are 
now at 2 life. 
You need the extra life to make use of your Vendetta. Skyler nervously 
starts doing the math. 


G Use one black mana to play Vendetta on Skyler’s Cloud Sprite, which 
destroys it. You lose 1 life and are now at 1 life. 
All of Skyler’s creatures are gone. You ask Skyler if it’s okay if you 
announce your combat phase. 


10 Use one black and one generic mana to play Ghoul’s Feast on your 
Delraich. You have six creatures in your graveyard (Battle Rampart, 
Shock Troops, Enslaved Horror, Silent Assassin, Primeval Shambler, 
and Two-Headed Dragon) so Delraich gets +6/+o. It’s now a 12/6 creature 
until end of turn. 
Skyler’s jaw drops. 


11 and win the game. 


Skyler cries like a baby. 


[Congratulations to Richard and Lily Garfield on the birth of their new son, 
Richard Skyler Garfield. —M.R.] 


insects (Goblins—s, Insects—8) 
Spellshapers (Mercenaries —16, 
Spellshapers — 23) 

Rare Legends (Rare Legends—2, 
uncommon Walls —1) 

Cards starting with U (Cards starting 
with /—3, Cards starting with U—4) 
2/1 creatures (1/2 creatures—s, 

2/1 creatures—8) 

Creatures with trample (Creatures with 
first strike —3, creatures with trample —6) 
Creatures with haste (Creatures with 
haste —3, creatures with swampwalk—2) 
Blue instants (Blue instants—9, 

red sorceries—8) 

Green global enchantments 

(Black creature enchantments—s, 
green global enchantments—g) 
Cards with the word choose 

(Cards with the word choose—13, 
cards with the word reveal —g) 
Cho-Arrim Legate 

Sailmonger 

Soothsaying 

Caustic Wasps, Dawnstrider 
Toymaker 

Unmask 

Flailing Manticore, Power Matrix 
Cinder Elemental, Lava Runner, 
Rishadan Footpad, Shock Troops 
Giant Caterpillar, Megatherium, 
Stamina, Sustenance 

Scandalmonger, Seismic Mage, 
Silverglade Pathfinder, Specter’s Wail, 
Spiritual Focus 


HOW MANE Des INS WER GURNEE GIL 
None 
Thanks for playing. Ever try cribbage? 
1-5 
Better than nothing. If | were you, 
| wouldn’t strut into any tournaments 
real soon, 
6-10 
You have an average grasp on the current 
environment. Chances are good that you 
have a few Mercadian Masques tricks up 
your sleeve. 
11-15 
Impressive! | bet you usually place very 
highly in your local tournaments and 
your friends are afraid of you. 
16-20 
The MASTER! No detail goes unnoticed. 
People must line up to ask you questions 
about Mercadian Masques. Your local 
shopkeeper must consider you the 
“resident expert.” Congratulations! 


ANSWERS 


BY TEEUWYNN, DANWEEN MCDERMOTT 
& MICHAEL MIKAELIEN 


Do the Hokey Pokémon Fossil Hunt 


(from page 46-47) (from page 49) 


Play Potion. Remove 2 damage counters from your 
Active Pokémon. 


Play Super Potion. Discard 1 Grass Energy attached to 
your Active Pokémon. Remove 4 damage counters from it. 


Play Gust of Wind. Exchange Dan’s Chansey with his 
Gengar, making Gengar Dan's Active Pokémon. Ditto is 
now copying Gengar. 


Use Ditto’s copy of Gengar’s Curse Pokémon Power. 
Move 1 damage counter from Zapdos to Kadabra. 
This Knocks Out Kadabra and you draw a Prize. 


Retreat your Active Ditto. Move another Ditto up from 
your Bench. This would normally cost ® (Gengar’s 
Retreat Cost). It’s free because of Dodrio’s Retreat Aid 
Pokémon Power. The new Ditto is now copying Gengar. 


Use Ditto’s copy of Gengar’s Curse Pokémon Power. 
Move 1 damage counter from Zapdos to Kangaskhan. 


Retreat your Active Ditto. Move the third Ditto up from 
your Bench. The new Ditto is now copying Gengar. 


Use Ditto’s copy of Gengar’s Curse Pokémon Power. Move 
1 damage counter from Zapdos to Kangaskhan. 


Play Scoop Up. Put the Ditto with no damage counters or 
Energy cards from your Bench back into your hand. 


Put the Ditto in your hand on your Bench. 


Retreat your Active Ditto. Make the Ditto you just played 
your Active Pokémon. The new Ditto is now copying Gengar. 


Use Ditto’s copy of Gengar’s Curse Pokémon Power. Move 
1 damage counter from Gengar to Kangaskhan. This 
Knocks Out Kangaskhan and you draw a Prize. 


Attach the Double Colorless Energy. Place it on your Ditto 
that already has the Grass Energy card attached. 


Retreat your Active Ditto. Move the Ditto with Energy 
attached up from your Bench. The new Ditto is now 
copying Gengar. 


Play Item Finder. Discard the two cards you drew as 
Prizes. Take Gust of Wind out of your discard pile and put 
it back into your hand. 


Play Gust of Wind. Exchange Dan’s Gengar with his 
Alakazam, making Alakazam Dan’s Active Pokémon. Ditto 
is now copying Alakazam. 


Attack Dan’s Alakazam using Ditto’s copy of Alakazam’s 
Confuse Ray. Alakazam has a Weakness to @ Energy, so 
this attack does 60 damage to it. This Knocks Out 
Alakazam and you draw your last Prize. You win the game! 


Ditto 
Articuno 
Raichu 
Krabby 
Zubat 
Zapdos 
Kabutops 
Moltres 
Shellder 
Omastar 
Seadra 
Arbok 
Sandslash 
Dragonite 


Magneton 


Travel to Vermilion City 


(from page 48) 


VERMILION CIrry 


(from page 52) 
Arbok 


Aerodactyl, Omanyte, Kabuto 


Gastly, Haunter, Magmar, 
Magneton, Raichu, Zapdos 
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Sandslash evolves from 
Sandshrew; Hypno evolves 
from Drowzee; Weezing 
evolves from Koffing 
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Dragonite evolves from 
Dragonair (which evolves 
from Dratini) 


Golem 
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Fighting, Psychic, Lightning 


Moltres 
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Psychic 


Hitmonlee 


Fossil Skeleton 


(from page 54) 


BY CORY 


“CRISWELL” HERNDON 


Just because this is the very first issue of TopDeck magazine 
doesn’ t mean that we’ re not already making plans to gut this 
puppy wide open, rip out its heart, soul, and pituitaries, then 
reposition the magazine as some sort of tricked-out cookbook a 
few months down the road. Well, okay, |’ ve just been told that | 


The Future, Today! Oh, Joy! 


PUTORE PASTE 


can’ t actually say we’ re doing that. Just forget you read it. 

But what if we were going to drastically revamp, retool, and 
reboot TopDeck for the star-crossed year 2000, and we could 
peek into that bizarro, futuristic parallel world? Why, we might 
end up with something as half-baked as... 
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BUSINESS & TECHNOLOGY 


ARTICLES AND NEWS ITEMS OF 5000 


Still under $10 


Python & The Holy Grail 
TCG to Be Top-Selling Game of 
the Decade, If Not the Century 


The publish- 
ers of the still- 
available TCG 
(based on the 
hit 27-year-old 
movie starring 
the British 
comedy troupe) 
met with mem- 
bers of the 
press today after a sealed-door, 
signed-in-blood session with the 
Prince of Lies himself, Beelzebub. 
“These Python kids have really got 
what it takes, lots of fresh ideas. 
Besides, that whole Magic thing's 
Starting to get on my nerves—Uz-rah? 
Squee? It’s all He-Man to me. You 
know, it used to be about the 
music,”"commented an apparently dis- 
illusioned ’Zebub. “I! figured, ‘Hell, 
contracts are made to be broken.’ 
Fortunately, these Python guys don’t 
suspect I’m going to go back on their 
deal, either.” [cont. on page 667] 


Fox Sees Future in “Totally 

Original” Digimon Pocket 

Electronic Card Game for 

Sega Game Gear 

“This'll Get 'Em,” Claims a Couple 
of Guys in Suits 

see Innovators, page 219 


Broken Cards: Can 
They Be Saved? 
Rehabilitated? 
SOMETHING? 


by Michael Mikaelian 


Retro Craze Drives 
Care Bear Battles TCG 
Single-Card Prices 
through the Roof 


“I'm Ruined,” Claims Wizards 
CEO Peter Adkison 


128 toppeck 


All the news that will fit on the page! 


Now with more content 


SPANKING MONKEY CLAN TAKES LARGEST-EVER 
L5R TOURNAMENT TO DECIDE LARGEST STORYLINE 


EVENT IN GAME HISTORY 


The event, which players alternately referred to as “generally amazing” and “well over three weeks 
long” shook the foundations of Legend of the Five Rings. Heroes clashed with an ultimate evil while 
the very fate of the Jade Throne hung in the balance. Meanwhile, that chick with the tattoo on her 
face continued to plot things, and the corrupt minions of the Spanking Monkey Clan became the 


most powerful force in Rokugan.... 


PIKACHU DECLARED SOVEREIGN 
RULER OF n COUNTRIES; SET TO 


INVADE POLAND 


“He’s just so damn cute,” admitted President-Elect Baldwin as he 
handed over the reins of the U.S. government to His Most Exalted 
Highness—| don’t need to tell you I’m talking about Lord 
Pikachu—at an impromptu ceremony on the White House lawn. 
Baldwin remained cool and collected, despite facing down the 
colorfully painted tanks and fully loaded Pokéballs of the 
Pokémon Liberation Organization (PLO). Pokémon cards will 
gradually be phased into the economy to replace cash, while 
many well-known landmarks such as Mount Rushmore will be 
sanded down and replaced with [see PokéMania!, page 34] 


Epitor’s CHOICE: 


Top 100 New Magic Cards of 2000 


Baoass Hairy Djinn 
Lirtie Reo Gostim Hoon 


Deacon's Burrocks 
Erne. Merroux 


Reauty DecomPosine ZomBies 
SQuerKacnu 
PARTIALLY CLOTHED Pixies Prvrexian WarrLe IRON 


MEET THe Weeoues Circe OF Prorection: CHumPs 


continued on page 1,280 


STRATEGY 


A Liberal Bit of Mono-Red Too Many Expansions 


Beatdown with Sugar versus 
on Top These Cards Suck! 
by David Price by Buehler, Price, and Waterhouse 


DragonCon Wins 
Muggiest Con— 


Milwaukee “Freezes Over,” 
Claim Wisconsinites 


“We were freakin’ screwed,” 
claimed Gen Con management. 
“We had an unexpected—and 
unseasonal, | might add—flow of 
cool, arctic air on our weekend. It 
was an icebox out there. It was 
almost as if some supervillain, 
perhaps Mr. Freeze or even 
Captain Cold, had plotted this 
entire thing.” 

When asked for comment on 
these somewhat hokey accusa- 
tions, proud DragonCon organizers 
had this to say. “Listen, we found 
this secret, frozen underground lair 
under the Augusta Golf Course, 
and it seemed like a great place to 
go to read comics, watch 
The Simpsons, or launch localized 
weather attacks on the Midwest 
using reverse-engineered supervil- 
lain technology, you know? Jeez. 
You wanna order a pizza?” 
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Se@faite simply, this is the best 

Sertegy RPG game I have ever seen 
or had the pleasure of playing.” 


“Turn-based fans should @@hnitelya 
keep an eye out for thik ore” 
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